









































































































































































































































































































































MICHAEL ORWIN’S ZX81 CASSETTES 

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES 


QUOTES 

"Michael Orwin's £5 Cassette Two is very good value. 
It contains 10 stolid well designed games which work, offer 
plenty of variety and choice, and are fun." 

From the ZX Software review in 
Your Computer, May '82 issue. 

"I had your Invaders/React cassette ... I was 
delighted with this first cassette." 

P. Rubython, London NW10 
"I have been intending to write to you for some days 
to say how much I enjoy the games on 'Cassette One' 
which you supplied me with earlier this month." 

E.H., London SW4 
"... I previously bought your Cassette One and 
consider it to be good value for money!" 

Richard Ross-Langley 
Managing Director 
Mine of Information Ltd. 


CASSETTE 1 
(eleven Ik programs) 

machine code: 

React, Invaders, Phantom aliens, Maze of death, Planet 
lander, Bouncing letters, Bug splat. 

Basic: 

I Ching, Mastermind, Robots, Basic Hangman. PLUS 
Large screen versions of Invaders and Maze of Death, 
Ready for when you get 16k. 

Cassette One costs £3.80 


CASSETTE 2 

Ten games in Basic for 16k ZX81 

Cassette Two contains Reversi, Awari, Laser Bases, Word 
Mastermind, Rectangles, Crash, Roulette, Pontoon, 
Penny Shoot and Gun Command. 

Cassette Two costs £5. 


CASSETTE 3 
8 programs for 16k ZX81 
STARSHIP TROJAN 

Repair your Starship before 
disaster strikes. Hazards include 
asphyxiation, radiation, escaped 
biological specimens and plunging 
into a Supernova. 

STARTREK This version of the well known space 
adventure game features variable Klingon mobillity, and 
graphic photon torpedo tracking. 

PRINCESS OF KRAAL An adventure game. 

BATTLE Strategy game for 1 to 4 players. 

KALAB RIASZ World's silliest card game, full of pointless 
complicated rules. 

CUBE Rubik Cube simulator, with lots of functions 
including 'Backstep'. 

SECRET MESSAGES This message coding program is 
very txlp qexi jf. 

MARTIAN CRICKET A simple but addictive game 
(totally unlike Earth cricket) in machine code. The speed is 
variable, and its top speed is very fast. 

Cassette 3 costs £5. 



CASSETTE 4 8 games for 16k ZX81 


ZX-SCRAMBLE (machine code) with 3 stages. 

Bomb and shoot your way through the fortified caves. 


GUNFIGHT INVADERS 

(machine code) (machine code) 



•MfeN I ME . REACH TME 5KY THEY 
'ADDUCE DEADLY SPOPE5. YOU 
:OUTBOL A FLYER AND YOUR MISSIOI 
TO DESTROY THE FUNGmLOIDS b' 


DROPPING I 


TI-FUNGUS BOMB 5 



m 

GALAXY INVADERS (machine code) 

Fleets of swooping and diving alien craft to fight off. 
SNAKEBITE (machine code) 

Eat the snake before it eats you. Variable speed. 

(very fast at top speed). 

LIFE (machine code) 

A ZX81 version of the well known game. 

3D TIC-TAC-TOE (Basic) 

Played on a 4 x 4 x 4 board, this is a game for the 
brain, it is very hard to beat the computer at it. 




7 of the 8 games are in machine code, because this is much faster than Basic. (Some 
of these games were previously available from J. Steadman). Cassette 4 costs £5. 


Recorded on quality cassettes, sent by first class post, from: 

Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 9QL (mail order only please) 
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ECC Publications 
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Programs should be on cassette and 
articles should be typed. We cannot 
undertake to return them unless a 
stamped-addressed envelope is 
included. 

We pay £10 for each program published 
and £50 per 1000 words for each article 
used. 
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SINCLAIR USER 
CLUB 

7 ZX-81 KIT OFFER 

8 EARTH DEFENCE 



9 BEAN CUP 

10 PAINTPAD 

11 SHOOTING RANGE 

12 SEMAPHORE 

13 AIR-SEA RESCUE 

14 TREASURE HUNT 

17 SQUASHED 

18 SPACE MISSION 

19 CLIMBER 



20 TAIPAN 

22 BREAKOUT 

23 BOMB RUN 

24 QUADRATIC 
EQUATIONS 

25 BUILDER 
SKITTLES 

26 CHANNEL 
CROSSING 

28 HURKLE 

29 ALPHABET 


30 TWO’S UP 

31 HAZARDOUS 
CROSSING 

32 LIGHTENING 
MARK UP 

33 TRUE OR FALSE 

35 CLEARANCE 

36 TOMBOLA 


m 

i . \ 



37 CRAMP 

38 GENERATE 

39 SCROLL 

40 MAZE 

42 ROCKET ATTACK 

43 SHARPSHOOTER 

44 SPACE CAPSULE 



45 PATTERN MAKER 


BRICK CATCHER 

46 ALPHABET SORT 

47 LASER CANNON 

48 DISCOUNTING 

49 A LANDER 

50 CUBE ROTATE 
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ALL FIVE 


inclusive 


Instructions supplied. 

All programs have been written, tested and 
proved by Spectrum Software's own computer 
experts. Prices are fully inclusive. 

SPECTRUM SOFTWARE, 

44-48 Magdalen Street, NORWICH, Norfolk NR 3 1JE. 


ZX Spectrum 

20 Programs £6.95 

The ZX Spectrum has brought advanced 
computing power into your home, The 
Cambridge Colour Collection, a book of 
20 programs, is all you need to make it 
come alive. 

No experience required. Simply enter the 
programs from the book or load them from tape 
(£2.95 extra) and run. 

Amazing effects. All programs are fully 
animated using hi-res graphics, colour and sound 
wherever possible. 

Entirely original. None of these programs has 
ever been published before. 

Proven Quality. The author already has 30,000 
satisfied purchasers of his book of ZX81 programs. 

Hours of entertainment 

• Lunar Landing. Control the angle of descent 
and jet thrust to steer the lunar module to a safe 
landing on the moon's surface. 

• Maze. Find your way out from the centre of a 
random maze. 

• Android Nim. Play the Spectrum at the 
ancient game of Nim using creatures from outer- 
space. 

• Biorhythms. Plot the cycles of your 
Emotional, Intellectual and Physical activity. 
Some would say this is not a game at all. 

Improve your mind 

• Morse. A complete morse-code training kit. 
This program will take a complete beginner to 
R.A.E. proficiency. 

• Maths. Adjustable to various levels, this 
program is an invaluable aid to anyone trying to 
improve their arithmetic. 

Run your life more efficiently 

• Home Accounts. Keeping track of your 
finances with this easy-to-use program will 
enable you to see at a glance where the money 
goes and plan your spending more effectively. 

• Telephone Address Pad. Instant access to 
many pages of information. 

• Calendar. Displays a 3 month calendar past 
or future, ideal for planning or tracing past 
events. 

ORDER FORM: 

Send Cheque or P.0, with order to:- 

Dept. G., Richard Francis Altwasser, 22 Foxhollow, Bar Hill, 

Cambridge CB3 8EP 

Please send me 

□ Copies Cambridge Colour Collection Book only £6.95 each. 

□ Copies Cambridge Colour Collection Book & Cassette 

£9.90 each 

Name:_ 

Address:_ 


To: SPECTRUM SOFTWARE. 44-48 Magdalen Street. NORWICH, 
Norfolk NR3 IJE. 

NAME 


POSTCODE 

Please send me any two of the following program s. 

(TICK APPROPRIATE BOX| 

SP 101 SKETCH PAD □ Please send me 

102 LUNAR LANDER □ the complete set 

103 MASTERMIND □ of all FIVE 

104 DISASSEMBLER □ individual 

105 CHARACTER GENERATOR □ programs □ 

I enclose my cheque/postal order for 
made payable to SPECTRUM SOFTWARE 
Allow 28 days for delivery 


SPECTRUM'S 
SOFTWARE SETS 
YOU A CHALLENGE 

Each program is written In Basic for the 
SINCLAIR SPECTRUM COMPUTER USER. 

All games incorporate both colour and sound. 
Flexible parameters Intrigue both the beginner 
and more advanced alike. 
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JOIN OUR CLUB 


AS AN ADDITIONIAL service to owners of Sinclair computers, 
Sinclair User, the companion publication to SinclairPrograms, has 
started the Sinclair User Club. 

Membership costs £12 per year, which enables members to enjoy a 
large number of extra benefits. They include a bi-monthly cassette- 
based newsletter containing programs and answering problems, 
and many special discounts on a variety of goods of interest to 
Sinclair owners. 

Sinclair User will also contain news about the club 
and its activities in each issue. 

The offers this month, which are available only to members of the 
club, are 10 percent off the products of Kempston Electronics, 
including its click keyboard, and 25 percent off the prices of games 
sold by Carnell Software. 

The discounts can be obtained until the end of September. To allow 
new members to take advantage of them, orders can be sent with 
membership applications. 

Readers wishing to take advantage of the benefits of membership 
should complete the form below. As the club caters for owners of 
both the Spectrum and the ZX-81 it is essential that they indicate 
which machine they own. 


MEMBERSHIP FORM 

I wish to join the Sinclair User Club and enclose my subscription of £12 

Name. 

Address. 


Which computer do you own? ZX-81 □ Spectrum □ 

Send your coupons to Sinclair User Club, ECC Publications, 30-31 Islington 
Green, London Nl 8BJ. Cheques should be made payable to Sinclair User 
Club. 
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As reviewed in TOUR COMPUTER'March 1982 

16K RAM PACK 

£ 29.95 ($ 59 . 95 ) 

Quite simply the best available 
+ FREE ‘ALIEN ATTACK’ iTK-M/Codej 
on cassette - value £5.75 


Fully built, tested and guaranteed 
Uses existing power supply (min 600 m.a.i 
Compatible with printer. 

No wobble problems. 

Gold-plated edge connector lor perfect contact with your ZX81. 
Normally despatched within 10 days of receipt of your order. 

With advances in Microtechnology we are now able to offer the 
64K RAM PACK. Same quality as tho 16K to give massive memory 
to your ZX81 with external dimension no larger than the 16K RAM 
pack (above). 

JRS SOFTWARE 

1 8 Wayside Avenue, Worthing, Sussex BN 1 3 3JU 
Telephone: Worthing 65691 
(evenings and weekends only) 




THE BEEB PRODUCES 
THE BEST TV 
PROGRAMMES IN THE 
WORLD... 

Uncle Clive produces the World's best computers 
and Jack Gibbons A.I.B. produces the best 
Banking Programs in the World . . . Anon. 

THE PERSONAL 
BANKING SYSTEM 

is available direct from J.P. Gibbons A.I.B. 

14 Avalon Road, Orpington, Kent, BR6 9AX. 

Price £9.95 inclusive for Cassette and Users' Manual 
Specify whether ZX81 (16K) or Spectrum (48K) 

PBS Bank reconciliation module £6.50. 


Also stocked at the Buffer Micro Shop, 
Streatham — Microware Shop, 
Leicester — ZEDXtra, Bournemouth 
— and branches of the Computer 
Bookshop Group. 

Full after sale maintenance available. 
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Build your own Sinclair 
Special ZX-81 Kit Offer 
ONLY £29 • 95 (plus p&p) 

SAVE £20 on a Sinclair ZX-81 kit. A special offer 
open only to readers of Sinclair User has been 
negotiated with Sinclair Research, which means 
you can buy the world-beating ZX-81 for just 
£29.95 (plus post and packing). 

Stocks are limited, so be sure to place your order 
soon. Allow 28 days for delivery. Maximum 
four units per applicant. 

The price does not include the mains adaptor. This is available from 
Sinclair Research at £5.95. Please add this sum to your remittance 
when ordering, if required. The kit is available by mail order only. 
No callers please. 

1 he prices apply to United Kingdom only. Overseas orders can be 
accepted but there will an extra postal charge. The full price can be 
obtained on application to ECC Publications at the address on the 
coupon. 


To: Sinclair User Special Offer, 

ECC Publications, 30-31 Islington Green, London, Nl 8BJ 

Please send me_ZX-81 kit(s) at the special Sinclair User price of 

£29.95 plus £2.95 p&p. 

Please tick if you require a VAT receipt □ 

*1 enclose a cheque/postal order payable to Sinclair Research Ltd for £. 
‘Please charge to my Access/Barclaycard/Trustcard account no._ 

•Please delete/complete as applicable 

Signature__ 

Name Mr/Mrs/Miss_ 

Address_ 
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EARTH D&EHCE 


E ARTH DEFENCE is an excel¬ 
lent arcade-quality game for the 
16 K Spectrum. Adrian Tucker 
of Fareham. Hampshire, says he 
designed it to be equally comfortable 
for both left- and right-handed 
operators. He has done so by using 
the multi-key INKEY$ via the IN 
command in lines 110 and 160. " 

The effect is that your spacecraft 
can be manoeuvred left with any of 
the keys from 1 to 5, right with any¬ 
thing from 6 to 0, and all the bottom 
row keys will operate your laser. 

A series of alien missiles moves up 
the screen towards earth. You are 
stationed in orbit to destroy the 
attackers. Each time you fire your 
laser points are reduced by one; if 
you hit a missile, you have time to re¬ 
charge and you laser points are 
therefore incremented by one. 

You receive 100 points for each 
missile destroyed but lose 50 if one 
passes you. In the bottom left of the 
screen is displayed the number of 
alien projectiles yet to hit the earth 
before the limit of five is reached 
and the game ends. 

The capital letters A. B and C in 
inverted commas are user-defined 
graphics. Adrian recommends blue 
for line 95. yellow for 115, cyan for 
125. green for 140, flashing cyan in 
145, red then cyan in 320 and green 
in 505. 



1 RUN 6 

2, OR , f =0 TO 7: READ n , M , O . P 
OKE USR b + f , n : POKE USR ’’a" + f. 
m POKE USR "c”+ f.o 

3 NEXT f 

4 DATA lS,165,165,16,ie9,S4..E 
S,£55,16S, 12-) 255,20 , 165, 126,9c. 
£54., 36,165,254,50, £4, 170,24,165 

5 STOP 

10 PRPER 0: INK 7. BORDER 1: C 
t_S 

20 LET hp=0 

50 CL5 : FOR f=l TO 50. PLOT I 
NK RND *3+4-, 255.5 *RND , 175.5*RND: 
NEXT ( 

60 LET La=50: LET 1=1: PRINT R 
T 21,©, "Aliens”,TRB 12; "PUyir”, 
TAB 24,; "laser" 

70 LET p =0: LET C = 16; LET CO =5 

30 GO SUB 504. LET 1=0 

92 LET i=20. LET st=INT (RND*2 
0) +5 

93 IF cO =0 THEN GO TO 210 

95 PRINT PT i,St;"B” 

100 PRINT AT 1, C .' “ 

110 LET C = C + (IN 61436 < >255 RND 
C <31) - (IN 63466 0255 RND C>0) 

115 PRINT RT 1, c, - **R" 

122 BEEP .005,C 

125 PRINT OUER 1,'RT i,st,”B“ 

131 LET i=i-1 

133 IF i=-1 THEN GO TO 500 
136 LET S t =S t + INT (RND*3)-l+(3 
RND S L <-30) -(3 RND St>30) 

140 PRINT OUER 1, RT 
143 PRINT RT 21,19,p:“ » 

145 IF i =1 RND St=c THEN PRINT 
RT l,c;”C”: GO TO 200 
160 IF (IN 65276 0255 OR IN 327 


165 IF la<10 THEN PRINT RT 21,3 
1; •' “ 

170 GO TO 100 
200 FOR 9=1 TO 30 

205 OUT £54,RND*255 

206 BEEP RND*.05,RND*24-12 
208 NEXT g 

210 IF p > hp THEN LET hp=p 

£21 PRINT RT 21,0 

222 INPUT “Your scores”; Ip) 

Hi • score (hp). 

'"another go 7 (y or n)“, LINE 
a*: IF a * = "y " THEN GO TO 5© 

£24 STOP 

300 PLOT INUERSE 1,0*8+3,159 
305 DRAW INK 5,0,-117 
303 BEEP .05,12 

309 PLOT INUERSE 1,C*8+3,159 

310 DRRU OUER 1,0,-117 

—320 IF (i <17 RND i>l) RND S t =C 
THEN LET p=p+100. LET la=la+l: P 
PINT RT 21,30,la: BEEP .1,2: PRI 
NT OUER 1.: RT i , C.: "C" : BEEP .2,3: 

PRINT OUER 1,: RT i,C,"C": BEEP . 
1,4: PRINT RT i , c,‘" v ‘: GO TO 65 
340 RETURN 

500 LET psp-50: LET CO=CO-l 

503 PRINT RT 21,19,P," " 

504 FOR r‘=l TO 5 

505 IF f<CO THEN PRINT RT 21,6+ 

f; "B" 

508 IF f>co THEN PRINT RT 21,5+ 
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10 DIM A (14) 

430 GO TO 460 

100 FOR 1 = 1 to 14 

440LETC = 14-J 

110lFJ = 7ORI = 14THEN GOTO 130 

450 GOSUB 1000 

120 LET A (J) = 4 

460 IF A (7) + A (14) < 48 THEN GOTO 

130 NEXT I 

200 

200 FOR I = 1 TO 7 

470 IF A (7) = A (14) THEN PRINT "A 

210 PRINT A (15-J); "2 spaces"; 

DRAW” 

220 NEXT I 

480 IF A (7) > A (14) THEN PRINT 

230 PRINT 

"YOU WIN" 

240 PRINT 

490 IF A (7) < A (14) THEN PRINT "I 

250 PRINT “4 spaces"; 

WIN" 

260 FOR I = 1 TO 7 

500 STOP 

270 PRINT A (J); "2 spaces”; 

1000 IF A (C)=0THEN RETURN 

280 NEXT J 

1010 FOR J = C+1 TO A(C) + C 

290 PRINT 

1020 LET K = I 

300 PRINT 

1030 IF I > 14 THEN LET K = J -14 

310 PRINT "ENTER CUP NO." 

1040 LET A(K)=A(K)+1 

320 INPUT C 

1050 NEXT J 

330 CLS 

1060 LET A(C)=0 

340 GOSUB 1000 

1070 IF NOT A (K)=l OR N0TK = 70R 

400 FOR J = 1 TO 6 

NOT K = 14 THEN RETURN 

410IFNOT A(14-J)=0THEN 

1080 LET A(K) = A(K) + A(14-K) 

GOTO 440 

1090 LET A(14-K) = 0 

420 NEXT J 

2000 RETURN 


S OMETIMES, when the cursor 
finger is worn to the knuckle and 
we are blinking at 50 cycles per 
second, nothing pleases us like a 
game where thinking is not just 
something between you and a high 
score. When the game works on a 
ZX-80, we are really happy. 

Beancup is a fine brain-game from 
Nigeria. You sit cross-legged with a 
row of seven cups in front of you. 
Each cup contains four beans— 
except the store-cup on the right- 
hand end of the row, which is empty. 
Your opponent faces you with exact¬ 
ly the same equipment in front of 
him. 

The display will show you two 
rows of numbers, representing the 
beans. The bottom row is yours and 
the top one is operated by the 
suddenly-cunning ZX-80. 

You move by taking all the beans 
from one of your cups and dropping 
one into the cup on its right, one into 
the cup on the right of that, and so on. 
anti-clockwise round all 14 cups 
until you finish. You cannot empty 
the store-cups. The game ends when 
all the beans are out of circulation 
and the winner is the player with the 
most beans in his store cup. 

Input the number of the cup you 
wish to empty and the computer will 
display the position of the beans 
after your move and its own 
response. If you have no beans on 
your side to move, then enter any 
number from 1 to 6. 

If you can beat the machine you 
are better than we are. Submitted by 
Paul Morriss of Alford, Lines. 
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10 REM "pain tp-acf” 

20 LET C = 0 : DIM g (99; : DIM X <9 
9): DIM y 091 : LET x = l. LET y = l 
30 LET U=233: TOR 0=1 TO 99 
4-0 PRINT RT 0,0. "RRRGUKEYS MOU 
E MARKER". PRINT ’"RLSO 3=SW 4=NU 
9=NE 0=SE": PRINT "P TO FIX R P 
OINT": PRINT ”H TO HOME IN ON Is 
t POINT”: PRINT "x.,y Point No.” 
50 PLOT OVER 1.; xy : LET j-CODE 
INKEY *-4-0. IF .i =50 THEN LET X=K 
(1). LET y=«(l>: GO TO 100 

60 ir INKfeY* = “” THEN PRINT AT 

S., 0j x.; ” , "s y; ” 

70 LET yay + tj»7 OR .5=9 OR .5*4.) 
- ( J =6 OR j =3 OR .5=0): LET X = X 4- < i 
=8 OR .5=0 OR .5=9) -t.5=5 OR .1=3 OR 
.i=4): LET x=X - tX«U «-l> ♦ tX = C-1) : 
LET y =y - (y = 176) + (y = -l) . PLOT x y 
80 IF j =64 THEN GO TO 10© 

90 GO TO 5© 

100 LET x <n‘f =x: LET y<n)=y 
110 PLOT x + tn = l).,y. IF n = l THEN 
LET S =©: LET t=X . GO TO 160 
120 LET a = x (n-l) LET b=y (n-1> 

130 IF S =0 AND X C-3 THEN LET Z=a 
LET S=1 

140 IF S=1 THEN LET U=X 

150 DRRW a-X., b-y . IF x-a=0 THEN 

GO TO 170 

160 LET g <n -1) = (y-b) / (x-a) 

170 IF x = x 11) RND y=y(1) THEN L 
£T d *n-1: LET n=99 . LET h = l 
180 IF INKEY*=”p” THEN GO TO 16 

0 

190 NEXT n: LET L = Z-X(1>: CLS 
200 FOR n»0 TO L. LET t=x(l)+n 
210 IF t = X td) THEN LET d=d-l: G 
O TO 210 

220 IF tsx(hfl) THEN LET K>hfl: 
GO TO 220 

230 LET r = INT (g th> * 11-x th)) ) : 
PLOT t>y (h) +r : DRRU 0.,ytd>4-INT ( 
-g (d) * (x (d) -t) ) -y (h> -r : NEXT n: 
PAUSE 0 GO TO 20 


T HE AUTHOR of Paintpad was 
prompted to compose it when 
he noticed that the Spectrum 
had no PAINT—or FILL—command. 
The user can draw the outline of a 
shape and then cause that outline to 
be filled-in. As it stands, the program 
can handle a shape with up to 99 
vertices but that limit can be 
changed by altering the number 99 
in lines 20,30 and 170. 

The cursor can be moved in any of 
eight directions; its position is 
recorded on-screen and fixed with P. 
A line is then drawn to the last P. 
When the shape is complete it is 
filled with H. 

If CLS in line 190 and PAUSE O in 
line 230 are omitted a cumulative 
shape can be built-up in successive 
runs, as it re-sets itself at the end of 
each run. 

With the two commands in, the 
instructions at the top of the screen 
will be removed before the shape is 
filled. That is convenient if the filled 
shape is to be stored as a SCREENS. 

Submitted by John McKeown of 
Upminster, Essex. 
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A VERY frustrating game has 
been sent by Christopher 
Wysocki. of Swindon, Wilt¬ 
shire. It is called Shooting Range 
and involves firing at a range of 
constantly-changing letters. 

The letters have values ranging 
from one for A to 26 for Z and the 
aim is to achieve as high a score as 
possible. A time-limit is imposed by 
a grey square which travels along 
the row of letters and the game ends 
if it is not shot down before reaching 
the end of the rows. 

It is a simple program and because 
of that the movement of the bullets 
from the gun is slow and only one 
shot can be fired at a time. That 
makes it difficult to hit the grey 
square, as you have to anticipate its 
position in good time. 

Throughout testing, our reviewer 
found it impossible to hit the grey 
square but still managed a high score 
of 314. 

The gun is moved to the right and 
left by the cursor keys and the 
upward cursor, key 7, is used for 
firing. Graphics notes: 

Line 70, a shifted Q with a space on 
either side and shifted 3 with a space 
on either side: the grey square is a 
shifted H and the double quotes 
throughout have a space between 
them except for line 580. 


1 REM "GUNNER" 

2 GOTO 500 
5 LET HS=0 
8 LET H = I9 

10 DIM fit<1,6000) 

15 LET X=0 

20 FOR N = 1 TO 65 STEP 2 
30 LET fit <i,N) =CHR4 tINT (RND* 
26)+166) 

4-0 NEXT N 
4-5 LET N =2 
SO LET Z=® 

55 LET 5=0 

50 PRINT RT (2,3; "SCORE" , "HIGH- 
SCORE" , fiT 1,0,5,HS 

70 PRINT fiT 3,0;ftt<l,N TO N+31 
> ; fiT 5,0; fit (i,N+33 TO N+6S.' , fiT 2 
1, Z; " J " ; fiT 2®,Z; > " 

8® LET fit(l,N+65)=CHR4 iINT (R 
ND *26) +166) 

90 IF INT (RND+ 4-0) =10 THEN LET 
fit 11, N +65) = "g" 

95 IF fit(l,N+l)= g" THEN GOTO 
3S0 

100 LET N =N +2 

105 IF X<>0 THEN GOTO 14.® 

II® IF INKEYt="3" RND Z<28 THEN 
LET Z=Z+1 

120 IF INKEYt = "5" fiND Z>1 THEN 
LET Z=Z-i 

130 IF INKEY t = "7" THEN GOTO 14-0 
135 GOTO 7® 

14-0 LET H=H-2 

150 PRINT fiT H,Z+i. 

155 LET R=PEEK (PEEK 16398+256* 
D EEK 16399) 

156 PRINT " 

16® PRINT fiT H+2,Z+l;" " 

170 LET X=1 

180 IF R<>® THEN GOTO 25® 
ti 190 IF H <3 THEN PRINT RT H,Z+1; 

20© IF H<3 THEN LET X=© 

210 GOTO 7® 

250 IF R-165<© THEN LET R=165 
255 LET S=S+(R-165) 

260 LET X=0 


270 PRINT RT 1,0; 6 

260 IF H=3 THEN LET fit(l,N+(Z-l 

290 IF H=5 THEN LET ftt<I,N+(32+ 
Z) ) =" " 

300 LET H=I9 
310 GOTO 70 
350 CLS 

360 PRINT "SCORE","HIGH-SCORE" 
37® IF S >HS THEN LET HS=5 
380 PRINT S,HS 
390 PRINT 

xtt pSint ' THe "" s "" GOT * UflY **’ 

GfiIN(Y/N^"“ D ° YOU WRNT TO TRY ft 
4-3® INPUT Zt 

4-40 IF Zto"VES" RND Zt<>"Y" RN 
N ° flNt> THEN GOTO 

4-50 CLS 

GOTO ! F Z * = ” Yes '' °R 2*="Y" THEN 
470 STOP 

50© PRINT TRB 12; GUNNER- 

SI© PRINT TRB 12; "- 

520 PRINT 

530 PRINT THE POINT OF THIS GP 
Ip TO GETPS HRNY POINTS fiS PD 
*5I5>L£ BY SHOOTING THE LETTEko 

get 0 Iury.'" UST not L£rr the 

54® PRINT "THE FURTHER THE LETT 
ER IS IN THEfiLPHfiBET THE HOPE IT 
S WORTH FOR EXAMPLE " "B" " IS WOP 
TH HOPE THfiN ”"B"”.TO MOVE THE 
GUN YOU USE THE" 

550 PRINT "CURSOR KEYS RND THE 
UPWORD POINTING CURSOR KEY 

TO FIRE . ** , , , "GOO© LUCK" 

56® PRINT 

57© PRINT "HIT ftNY KEY TO CONTI 
NUE. " 

58® IF INKEY t^**' THEN GOTO S80 
59® CLS 
60® GOTO 5 






















S EMAPHORE has sharp graphics 
and is educational, too. You can 
teach yourself with the help of 
an animated instructor supplied by 
Dr G A Jeffery of Stanley. Co. 
Durham. 

Press any letter and the little man 
in the middle distance will give the 
appropriate semaphore signal, while 
FUNCTION induces something 
which looks like an attempt at 
vertical take-off, but is really the 
signal for Attention. 16 K ZX- 81 . 
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T HE OBJECT of Air Sea Rescue 
is to rescue a sailor bobbing 
around below your helicopter. 
You must hook him to safety before 
you run out of fuel. You steer the 
whirly-bird with the usual cursor 
keys and you will crash if you get too 
close to the water. 

A time is given for completing the 
rescue. Andrew Blackburn of North 
Hykeham, Lincoln, who submitted 
the program, reports his fastest time 
as 15. We did not manage anything 
better than 30. (IK ZX- 81 ). Graphic 
notes: 

60—Graphic F. inverse space, two 
graphics 7s. 


90 IF INKEY$="7" PHD L = 
■■ AND C =D — I THEN LET 
100 IF ftMD L =‘JPL 

N GOTO ISO 

110 IF LaUflL "13“ THEM G 
120 LET CsC*fINKEY$* M 8"} 
$ = " S '* ) 

130 LET L=L4(INKEY$="6") 
14.0 NEXT T 

150 PRINT "OUT OF FUEL" 
160 PRINT "CRASH" 

170 STOP 

ISO PRINT “SRUE &:";T 
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T reasure hunt is a game of 

almost arcade quality. You are 
in a system of 21 underground 
caves filled with monsters and 
poisonous fungoids. The aim is to 
collect treasure, by running over the 
asterisks, and deposit it in Cave O. 
You cannot carry more than five 
bags of treasure at a time and even 
one will slow your progress. 

The display is of the current 
cave—see the illustration. You are 
able to move around with the cursor 
keys and the exits are represented 
by the areas of graphic A at the top 
and bottom of the screen. It is not 
possible to return to the previous 
cavern. 

To protect yourself against mon¬ 
sters and to clear a path through the 
fungoids you can loose an arrow, 
with F followed by the appropriate 
cursor key. Remember, though, that 
new arrows are obtainable only in 
the entrance cave in exchange for 
captured treasure. 

In Cave 21 there is a hoard of trea¬ 
sure guarded by a growing serpent 
which will attempt to seal-off exits. 
Shooting a hole in it is usually only a 
temporary measure, unless you also 
shoot at something else, in which 
case the serpent will attach itself to 
the other target. 

The score is calculated by 
Monsters killed x 5; + treasure cap¬ 
tured x 10; = arrows bought x 4. 
Reincarnation is granted if you score 
more than 50 between deaths. 

A fine program, to be typed and 
taped, from Paul Sherwood of 
Hartlepool. Cleveland. 16K ZX-81. 



5 DIM D <3,2* 

7 DIM T(28) 

8 LET Z$="VDU ARE IN THE ENTR 
ANCE HALL" 

10 LET LR=0 

n tS 

is let 

20 LET ARR=5 
25 FOR 1=1 TO 20 
30 LET T < II =1 
35 NEXT I 
37 LET P5=0 
4-0 LET 5=0 

55 LET 0=PEEK 16396+256+PEEK 1 
6397+1 

60 LET TR =0 

65 RRND 

66 LET NQU =IMT (FIND* S©00.> 

70 LET 8 $ = “9BE9RF9DG9CHRHIBIJ" 
72 LET B $ =B $ + " CulKCEKEFL F6M6HM " 
74- LET B $ =B * + " IO0JOPKPTLMRMNS " 
76 LET B* =B* +”L RTOOUPTUNOS9RS " 
60 LET R1=0 
82 LET R2=0 
84. LET R3=0 
95 GOTO 1300 

150 CL5 _ 

160 REM PfTOfTffYf 
162 RRND (PR+10+MOM* 

165 FOR 1=0 TO 20 
170 LET IY=RND#16+2 
175 LET IX=RND*27+2 
180 PRINT RT IY,IX; ; 

185 IF RND>.5 THEN PRINT RT IY- 
1,IX-1;CHR* f 12S + RN0+2.' ; 

190 PRINT RT IY , I.X + 1 , ' , 

195 PRINT RT IY+1,IX;CHR* <128+ 
RND*2) ; 


200 IF RND >.6 THEN PRINT RT IY + 
l.IX+l;CHR* 130; 

205 PRINT RT I,O; ;RT 1,31; "1 

210 NEXT I 

212 PRINT RT 0,1;C*;RT 20,1; C-*; 

214. PRINT RT 0,17;R1;RT 20,17;R 

a; 

215 LET N=ll 

220 LET M=1 

222 IF T(PR)=1 THEN PRINT RT IY 
, IX + 1; 

224- LET T (PR 3 =0 

230 LET DEM = INT <RMO*4..» 

235 FOR 1=1 TO DEM 
24.0 LET D(I,1)=INT <RND*19 + 1) 
24-5 LET D (1,2) =INT <RND*30 + 1) 
250 PRINT RT D(I,1.1 ( Dt'I,2.1 , "ffl"; 

255 NEXT I_ 

265 REM KfcfehMm 
275 PRINT RT N,M ;*\X"; 

280 IF INKEY *4 :> "F" THEM GOTO 3© 

0 

285 IF RRR =0 THEN GOTO 300 
290 LET RRR =RRR-1 
295 GOSUB 1000 

293 PRINT RT 21,©;"RRROU3.";RRR 

'300 LET N1=N 
305 LET Ml=M 

310 LET M =M + V1 RND INKEY* = "S’*J - 
(1 RND INKEY* = “5** J 
315 LET N =N + V1 RND INKEY*="6")- 
(1 RND INKEY* = " 7" .* 

320 LET OlsPEEK (0+33+N+M) 

325 IF Ol>62 THEN GOTO 200© 

330 IF 01=23 RND TR:SO THEN LET 
TR=TR+10 

335 IF 01=3 THEN GOTO 30© 
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338 IF BBS C 10—N3 =10 THEN GOTO 
20O0 

339 IF PR=21 THEN GOTO 353 

34-0 IF DEM =0 AND RND : .03 THEN L 
ET DEM = 1 

34.2 IF RND : . 3+TR..-200 THEN GOSUB 
120 © 

34-5 PRINT BT N1.H1;" 

35© GOTO 265 
3S5 GOSUB 3000 
360 GOTO 3 4-5 

lot ccs ,=WH,r ™ 

810 LET LR =PR 

812 IF PR;>21 THEN GOTO 315 
313 LET PftsXMT CRNDiflG + l.V 
814- GOTO 825 

815 IF N=0 THEN LET PR=R1 
320 IF N =20 THEN LET PR=R2 
822 IF PR =0 THEN GOTO 1505 
825 PRINT BT 3,2;"YOU BRE IN TH 
E TUNNEL" 

830 PRINT BT S,2;"BETWEEN ";LR; 
•' RND ”; PR 

835 PRINT BT 3,2;"YOU HBUE ";BR 
R.: " RRROUS"; 

84.0 PRINT BT 11,2; "YOUR SCORE X 
S " ; TR +S 

915 IF PR =21 THEN GOTO 2050 
920 LET R$=B$fPRJ3-2) 

925 LET R'lrCODE VR3U -37 
930 LET R$=B$ fPR*3-l.» 

935 LET R2 =CODE l’R$> -37 
94© LET R5=BJ fPR*3.» 

945 LET R3=CODE VR$.V -37 
960 IF R1=LR THEN LET R1=R3 
965 IF R2=LR THEN LET R2=R3 
970 GOTO ISO 

1000 rem raaaa 


1003 IF PR=21 THEN GOSUB 3000 
1005 IF RND <.5 THEN GOSUB 1200 
1010 LET F$=XNKEV$ 

1015 IF F$ ="" OR F$="F" THEN GOT 
O 1000 

1020 LET Y1=N 
1025 LET X1=M 

1030 LET HY=0+tl BND F$="S".>-C1 
RND F$ =”7") 

1035 LET MX=C+(1 RND F$="3"i-fl 
RND FS="5") 

1040 LET X1 =X' 1 + MX 
1045 LET Y1=Y1+MY 

1050 IF BBS flS-Xl.» =15 OR BBS Cl 
0-Y1)=10 THEN GOTO 1125 
10S3 IF PEEK (0+33JY1+X1) O0 THE 
N GOTO 1070 

1055 PRINT BT Y1,X2;"+"; 

1060 PRINT BT Y1,X1;" "; 

1065 GOTO 1040 
1070 LET DHIT=DE« 

1075 FOR 1=1 TO DHIT 
10SO LET V =D (1,1) 

1085 LET X=D(I,2.t 

1090 IF XOX1 OR V'OYl THEN GOTO 
1115 

1095 PRINT BT Y1,X1;"B"; 

1S9S LET S=S+5 
1100 LET D < I , 1 > =£> (DEM , I > 

1105 LET DCI,2J =D IDEM,2> 

1110 LET DEM sDEH-1 
1115 NEXT I 

1117 IF PR=21 THEN LET FX=X1 
1113 IF PR=21 THEN LET FV =Y1 
1120 PRINT BT VI, X'l; " 

1125 RETURN_ 

1200 REM NMSWfflfTOB 

1201 FOR 1=1 TO DEM 
1205 LET X =D CI,2> 






1210 l_ET Y =D < X , 1) 

1215 PRINT RT Y.X;" "; 

1220 LET Y=Y+S6W fM-Y) 

1225 LET X=X+SGN (M-X) 

1235 PRINT RT Y,X;"BB"; 

123S IF X=H AMD Y=N THEN GOTO 20 
00 

124.0 LET D (1,1.' sY 
124-5 LET 0(1/2) =X 
125© NEXT I 
1255 RETURN 
1225 REM 

1300 PRINT " THIS IS TREflSURE- 
HUNT". 

1305 PRINT " YOU ARE IN ft HETUO 
RK OF CflUES.",, 

1310 PRINT "YOU ftRE LOOKING FOR 
GOLD 

1315 PRINT "IF YOU ftRE CAREFUL Y 
OU MRY RERCH",, 

1320 PRINT "THE TRERSURE ROOM, B 
UT BEURRE. 

1325 PRINT "THERE ARE MONSTERS U 
HICH UILL",// 

1330 PRINT "EftT YOU. EUEN TO TOU 
CH THE ROCKS"// 

1335 PRINT "HERNS M3.TRHT DEATH. 
134-6 * PRINT Z* / , , 

1342 PRINT "CHOOSE CftUE 1/2,3 OR 

4'?" / , 

1345 INPUT PR 

1350 IF PR <1 OR PR>4 THEN GOTO I 
345 

1350 LET LR=0 
1500 GOTO 215 
1505 PRINT Z*,,, 

1510 PRINT "YOUR TREASURE IS SRF 
E HERE.. " / / / 

1515 PRINT "YOUR SCORE IS ";S+TR 

1518 PRINT TftB O;"YOU HRUE " ; RRR 

, - ARROWS."///,, 

1520 PRINT TftB O,"ftRE YOU GOING 
BACK IN ?”, , , , , 

1525 INPUT F* 

1530 IF F$="MO" THEN PRINT "YOU 
SCORED ”;S+TR 

1535 IF F$="MO" THEN STOP 
1540 LET SsS+TR 
1545 LET TR=0 

1550 PRINT "HOW MANY ARROWS DO Y 
OU WANT?",,, 

1560 PRINT "THEY ARE 4 POINTS Eft 

CH", , . 

1570 INPUT F 

1580 IF F*4>S THEN GOTO 1650 

1590 LET S=S-F*4 

1600 LET ftRR =ARR-»F 

1610 GOTO 1342 

1650 C-L 5 

1655 PRINT " YOU CANT AFFORD TH 

EM",/, 

1660 GOTO 1SS0 


2005 CLS 

2010 PRINT AT 5,1; "UNFORTUNATELY" 
YOU HRUE PERISHED" 

2015 PRINT RT 3,1;"YOU SCORED:"; 
S+TR 

2018 PRINT 

2019 PRINT 

2020 IF S +TR < 50 +PS THEN STOP 
2025 LET S =S-15 

2028 LET P5=S+TR 

2029 PRINT "YOU PLAYED UELL:",,. 

2030 PRINT "X SHALL DEDUCT 15" 

2031 PRINT 

2032 PRINT "FOR DAMAGE TO THE BO 


2033 PRINT 

2034 PRINT 

2035 PRINT "YOU HAY CONTINUE"; 

2036 FOR 1=1 TO 5© 

2037 NEXT I 

2038 CLS 

2040 GOTO 1505 

2050 PRINTflT 0,(5, 11 

2052 CLS 

2055 FOR I=-10 TO 18 

2058 LET AI=ABS I 

2060 PRINT TAB 0; C$( TO fil) ; 

2065 PRINT TftB (30-AI);C*( TO AI 
) 

2070 NEXT I 

2075 PRINT AT 0,10;C»» TO 10) 
2030 PRINT RT 20,10;C$( TO 10) 
2035 PRINT AT 10,0; "i";TAB 29; 

2086 LET DEMsi 

2087 LET OUsINT VRND*4) 

2090 FOR 1=1 TO OIJ + l 

2095 PRINT ftT 12+1,12 +(RND*2); “ * 

**" ; 

210© NEXT I 

2105 LET M =10 

2106 LET MY=-1 

2107 LET MX =0 

2108 LET K =13 

2109 LET U=7 

2110 LET M =2 

2111 LET FX=U 

2112 LET FY =K 
2115 GOTO £65 

2999 REM "flEEB" 

3000 IF PEEK f0+334 i'K +MY) = 

0 THEN GOTO 3815 

3002 LET AD sMY 

3005 IF RD =0 THEN LET MY=MX 

3006 IF RD =0 THEN LET MX=0 

3007 IF ADO0 THEN LET MV=0 

3008 IF RD •! iS THEN LET MX=S-AD 
3015 LET J=J+MX 

3020 LET K =K +MY 

3025 PRINT RT K,U;"V; 

303© IF RND :• . 5 THEM PRINT RT FY , 

fx; "S - 

3032 IF RMDJ.2S THEN GOSU8 1200 
3035 RETURN 
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SMASHED 



S QUASHED is an intriguing ver¬ 
sion of the Break Out game for 
an expanded ZX- 81 . Imagine a 
squash court full of milk bottles and 
a ball made of solid steel. Your job is 
to break the bottles by moving the 
bat with keys S and Z. 

A running score is kept and the 
game ends when you destroy all the 
targets or lose your allocated three 
balls. 


20 REM CCJ PER GR0NSORG. 1932 
30 REM RESET Hl-SCOPtE BY EN¬ 
TERING "POKE 16514- , 0" 

4.0 LET BALLS =3 
4-5 LET HI=PEE K -165:14- 
50 LET ST=9 
55 LET B8=ll 
75 LET Y1=SGN tRND—0,5J 
60 LET K=0 
85 LET B =0 


100 FAST 
105 CLS 

110 FOR T=0 TO 30 
120 PRINT AT 0,T; 

130 PRINT AT 20,T; ,! B" 

^14.0 IF i <SB THEM P»I»T AT T,0; " 

150 NEXT T 

160 FOR T=2 TO IS STEP 2 

170 FOR 1=1 TO 22 STEP 2 

180 PRINT AT T, I; '* I" 

190 NEXT I 

200 NEXT T 

210 FOR T=BT TO SB 

220 PRINT RT T,31;”i" 

230 NEXT T 

24-0 PRINT RT 21,0; "SCORE. 0 HI 
-SCORE:";HI 
24-5 SLOU 

250 FOR T =1 TO BALLS 
260 LET X =3© 

265 LET Y =9 
270 LET Xl=-1 

290 PRINT RT 21,24.; "BALLS: T 

300 IF CINKEY $ : >"I "S + VBB =191 TH 
EN GOTO 3S0 
310 PRINT RT BT,3l;*‘ ~ 

320 LET BB=BB41 
330 LET BT =BT +1 
34-0 PRINT RT BB , SI ; "I " 

350 IF C INKEY* < >"S**> + *BT =11 THE 
N GOTO 4-00 

360 PRINT RT BB,31;" " 


370 LET BB =BB-1 
380 LET BT =BT —1 
390 PRINT RT BT,3l;"l" 

4-05 IF X=1 THEN LET XI =1 
4-10 LET X=X+Xi 

415 IF (Y = 19>♦JYali THEN LET Y1 
=Y 1 * ( -1) 

420 LET Y=Y+Y1 

425 LET B1=B 

430 LET B=P+33*Y+X 

440 IF PEEK BO 133 THEM GOTO 50 

0 

450 LET K =K4l 
460 LET X1=X1»-1 
470 PRINT RT 21,6;K 
500 POKE B.CODE "O" 

505 POKE B1,0 

510 IF X =1 THEN LET X1=X1*-1 
520 GOTO 600-(X=301»70 
530 GOTO 1080-CY< =BB1 * <Y:» =BT1 »4 
60 

540 LET Xl=-1 

550 IF NOT KYi'jfSi » VY=BT1 ■* fYl<01 
KY=BB) THEN GOTO 570 
560 LET Y1=0 
565 GOTO 580 

570 IF Y1=0 THEN LET Y1=Y1+(Y=B 
B) - (Y =BT 1 
998 GOTO 30O 
1000 PRINT RT Y,X;" " 

1010 NEXT T 
1020 PAUSE 200 

1100 IF HI> =K THEN GOTO 1200 
1110 POKE 16514,K 
1120 SCROLL 
1130 SCROLL 

1140 PRINT "CONGRATULATONS. NEW 
HI—SCORE" 

1200 SCROLL 
1210 SCROLL 

1220 PRINT "DO YOU WANT TO PLAY 
AGAIN (Y/M)?-‘ 

1230 PAUSE 5E4 
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S PACE MISSION was written by 
Mark Philips of Streatham, 
London, for an expanded ZX-81. 
The object is to guide your star ship 
“A" through a cloud of roaming 
aliens. If you succeed you will be re¬ 
positioned on the surface of Planet 
X, ready to try again. That continues 
for as long as the program does. 

Points are scored for staying alive 
and are reduced by 10 for hitting an 
alien. Both the score and the elapsed 
time are displayed. Key 1 moves you 
left and key 0 moves your right. You 
can increase the difficulty of the 
game by changing line 80 to “LET C 
= C + C Cl + (RND*2-1)". That 
randomises the movements of the 
aliens. 


10 

RRND 

20 

GOSUB 24© 

3© 

FOR N=99 TO © STEP -1 

4-0 

PRINT RT 1S..C., " ft ft ft ft 

ft ft 

5© 

PRINT RT 12.»C — !.» "ft ft ft 

ft ft 

ft " 

60 

PRINT RT 14.C.; " ft ft ft ft 

ft ' 
70 
Cl 

IF C <4 OR C>7 THEN LET Cl=- 

SO 

LET C=CftCl 

2© 

LET ;v=XfiI«KEV$="S" RNO Xd 

9) - t INKEY * * " 1" AM& X ; 1©> 

100 

PR INT RT YX -1.; " 

LET Y =Y-RND-.3 

110 

120 

IF Y<9 THEN LET Y=21 

130 

PRINT RT Y.,X.; 

14-0 

LET P—PEEK i PEEK 16398+256ft 

PEEK 

16399) 

150 

PRINT "P” 

160 

IF P =23 THEN LET 5=6-1© 

170 

PRINT RT 2., 19.; H 

130 

PRINT RT ©.* 195TR$ 5ft” ftft” 

190 

LET 5=5 ft1 

200 

NEXT H 

210 

CL 5 

220 

print rt 1©,I©, jaasaaEiH^” 

230 

STOP 

24-0 

LET 0=4 

250 

LET 5=0 

260 

LET Cl=l 

270 

LET X=15 

250 

LET Y =21 

290 

FOR 1=15 TO 2© 

500 

PRINT RT I.*8.; ” RT l,ai.; " * 

310 

NEXT I 

320 

PRINT RT 0.. 6.; "ftft SCORE = ” 

330 

PRINT RT 2.. 8 .; "ftft TINE = "R 

T 2.20;“ ftft" 

34-0 

RETURN 
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Y OUR AIM is to climb a 
1,000-metre mountain in 10 
days. If you fail to finish in the 
allotted time or run out of supplies, 
the trip is cancelled and abandoned. 
Bad weather may hinder your 
progress. 

When the program is run, an input 
mode will await the highest previous 
score—enter O on your first run. The 
display will then show the climbing 
day. distance to the summit, number 
of supply units from 75 to zero, and 
the weather on a scale of awfulness 
up to 10. 

As group leader you must enter 
the distance you wish to travel on 
that day. the maximum being 300 
metres. Remember that you will use 
more supplies in bad-weather climb¬ 
ing and that in the worst conditions 
it may be advisable to stay in the 
tent. 

When the distance reaches O, 
enter zero to obtain your final score. 
That is dependent on the number of 
supply units and days expended; 
David Stewart of Darlington, who 
submitted the program, reports that 
his best result is 251. The program 
runs on a 1K ZX- 81 . Graphics notes: 
50,100,180 & 190—graphic shifted 1. 
60—graphic shifted 2. graphic 
shifted 1. 


10 INPUT 0 
20 CLS 
30 LET 

4-0 LET 3 =UflL ”75" 
30 LET N =CODE ”» " 
60 LET Us <PHD *CODE 


S0 INPUT B 
90 IF 


130 IF S =CODE ” ~ THf 
L ”190” 

14.0 IF 0 sCODE ” ” THf 

L ”180" 

150 LET DsD-fl 
16© CLS 

170 GOTO URL ”60” 

180 IF D < sCODE ” ” THf 

ODE ”■ " 

190 IF 3 < —CODE ” ” THf 

ODE "■ ” 

200 LET X sINT < V V fUBL 
*fURL "100"*5J 1 /URL "If 
DE "C’VN) 

210 IF X>0 THEN LET O 
22© PRINT "FIHftL 3COR1 
/‘HIGHEST SCORE = ";0 
230 INPUT B$ 

2 4-0 GOTO URL "20” 
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T AIPAN is a kind of Onedin Line 
of the South China Seas. You 
are the owner of a junk trading 
in general cargo, arms, silk, whisky 
and opium. You are a tellible ferrow. 

The purpose of the game is to 
accumulate $100,000 by astute buy¬ 
ing and selling, in accordance with 
fluctuating market prices. 

The junk has a capacity of 50 units 
and you start the game with only 
$500 in the bank. An additional 
problem is that you owe $5,000 to 
Sum Yam, the moneylender, a sum 
which increases 12 percent on every 
trip between ports; you can, if you 
wish, return to the rascal to repay or 
borrow more. 

Input 1, 2 or 4 until you have 
traded as much as your nerve and 
resources allow and then hit 3 to 
leave for another port. Good ruck— 
and by the way. watch for storms. 

An 8K ZX-81 program, devised by I 
J K Moody and submitted by James I 
Greenall of Bishop's Stortford. 


iSg&jSiijS 

'll 


MW?-* 




rmm 


4030 input c.$ 

4-035 IF fiNO •! > "R" THEN 

GOTO 4030 

4.04.0 IF C3> ="B" THEN GOTO 4-500 
4-050 PRINT RT 13,0; "HOW HUGH DO 
YOU”;TAB 0; "WISH TO REPRV?" 

4060 INPUT M 

4-070 IF MOINT M OR H>Y OR M>S T 

HEN GOTO 4-060 

4-080 LET Y=Y-M 

4.065 LET B=B-M 

4090 GOSUB 0030 

4-10O GOTO 100 

4500 PRINT AT 18,0;"HOW MUCH DO 
YOU";TAB 0; "WISH TO SORROW? " 

4510 INPUT M 

4-520 IF M>2*Y THEN GOSUB 4-600 

4-530 LET Y=Y+M 

4-535 LET B=B+M 

4-54-0 GOSUB 0938 

4550 GOTO 108 

9000 REM WIN ROUTINE 

9005 CLS 

9810 PRINT RT 6,S;"CONGRATULATIO 
NS,TfiIPAN" 

9020 PRINT RT 3,3;"VOU HfiUE *108 
000 HMD GRN";TRS 11;"NOW RETIRE" 
9830 PRINT RT 12,7;"YOU TOOK ";T 
; MOUES. ” 


94-99 STOP 

9500 PRINT RT 4-,4-;"R GRHE BASED 
ON TRRDE IN';TAB 2;"THE CHIN R SE 
AS IN THE EARLY",TAB I8;"I9TH CE 
NTURY" 

9510 PRINT AT 3,4,"THE RIM IS TO 
ACCUMULATE";TAB 11;"$130,033" 
9515 PAUSE 588 
9520 CLS 

9530 PRINT RT 0,12;"TRIPAW" 

954-0 PRINT RT 6,4-, "RT THE START 
OF THE GAME"; TAB 6; "YOU HAVE 5SS5 
0 AND”;TAB 3;"OWE SUM YAM,THE HO 
NEY LENDER,";TAB 12;"*5,888" 

9550 PRINT AT 12,2;"YOUR HOME RO 
RT IS HONG KONG" 

9555 PAUSE 580 
9560 CLS 

9570 PRINT AT 0,12,"TPXPPN" 

9500 RETURN 

9699 STOP 

9700 REM STORM ROUTINE 
9710 CLS 

9720 PRINT AT I3,7;"ii STORM,TAI 
PAN **" 

9725 PAUSE 100 
9730 CLS 

9735 IF RMDL5 THEN GOTO 9738 
974-0 PRINT RT 10,4; "WE WILL HAUE 
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TO (JETTISON"; AT 22,9; "HALF THE 
CARGO” 

974-3 PAUSE IS© 

974-5 LET U=U+(INT fSa-U.» ) /2 
9750 LET G=XNT (S/2) 

9752 LET fl=X MT 
9754- LET S=INT fSv 2) 

9756 LET W=INT tUy2) 

9753 LET 0=XNT tQSSt 
9760 CLS 

9770 RETURN 

9760 PRINT AT 19,22;"STORM OUER" 

; AT 12,. 13,. "ALL OK" 

9785 RETURN 
9799 STOP 

9300 REM PRICE FIXIN© ROUTINE 
9310 DIM Pt'S.l 

9320 LET PCI) =INT VRND$16) 

9330 IF PCI)< 1 THEN GOTO 962© 
9335 LET PCS)«1C*INT CRMO-H9) 
934-0 IF PC2) <50 THEN GOTO 9335 
984.5 LET PCS) =10»INT CRND$1 00) 
9350 IF PC3) <309 THEN GOTO 934-5 
9355 LET P <») =100*INT CRMD»31> 
9360 IF PC4.) :5©0 THEN GOTO 93SS 
9365 LET P C5) =1C0*IHT VRND*1©1) 
9870 IF PCS)<10©© THEN GOTO 9SSS 
9390 RETURN 
9399 STOP 

9900 REM LOCATION TABLE 

9905 IF L=2 THEN LET L*="HONS KO 

NG” 

9910 IF L=2 THEN LET L$="SIN6APO 
RE- 

9915 IF L=3 THEN LET L$="MACAO 

9920 IF L =4- THEN LET L$ = "BANGKOK 

9925 IF L =5 THEN LET LS="5HAN6HA 
I " 

9930 RETURN 

9930 FOR X=14- TO 21 

9935 PRINT AT X,©;** 

9990 NEXT X 
9995 RETURN 

1150 IF ©>U THEN GOSUB 1900 
1155 LET U=U-© 

1160 LET B=B-CQ$P) 

1170 IF P$="6" THEN LET G=G+© 
1180 IF P$="A" THEN LET A=R + © 
1190 IF P$ = "S" THEN LET S=S+© 
1200 IF P$="W" THEN LET W=U+© 
1210 IF P$»”0" THEN LET 0=0+0 
124-0 GOSUB 9930 
12S0 GOTO 10© 

1399 STOP 

1900 PRINT AT 20,©;"YOU ONLY HRU 
E“;TAB 0;"SPACE FOR ";U 
1910 GOTO 114-0 
1920 RETURN 

1999 STOP 

2000 REM SELL ROUTINE 
2010 GOSUB 993© 

2020 PRINT AT 24-,0; "UHAT DO YOU 
WISH" ; TAB ©; "TO SELL?"; TAB ©; " CG 
s'R /5 /U /O) ” 

2030 INPUT P» 

204-0 IF P$<>"6" AND P3jtAMD 
P*<>"S" AND P$<>"W" AND P$0"0“ 
THEN GOTO 2030 _ 

2050 IF P$="G" THEN LET P=P<2) 

2060 IF P$="A" THEN LET P=P<2) 

2070 IF P$="S" THEN LET P=PCS) 

2030 IF P*="W" THEN LET P=PC4) 

2090 IF Pi="0" THEN LET P=PC5) 

2100 GOSUB 9930 

2110 PRINT AT 14-,©; "MOM MANY DO 
YOU";TAB 0;"WISH TO SELL?" 

2120 INPUT O 

2130 IF P$="G" AMD ©>G THEN GOTO 
2120 

214-0 IF P$="A" AND S.>A THEN GOTO 
2150 0 IF P$="S" AND ©:*S THEN GOTO 


2120 

2170 IF P*="0" AND ©:>© THEN GOTO 
2120 

2130 LET B=B+P$© 

2190 LET U=U + © 

2200 IF P$=“G" THEN LET 6=0-0 
2210 IF P$="A" THEN LET A=A-© 
2220 IF P$="S" THEN LET 5=3-0 
2230 IF P*="U" THEN LET W=W-© 
224-0 IF P*="D" THEN LET 0=0-0 
2245 IF B > =100000 THEN GOTO 9©0© 
2250 GOSUB 9930 
2300 GOTO 10© 

2999 STOP 

3000 REH QUIT ROUTINE 
3005 LET T=T+1 

3010 GOSUB 9988 

3020 PRINT AT 14-,©; "DESTINATION? 


AT 16,0;"1,HONG KONG”;TAB ©;"2 
.SINGAPORE",TAB ©; "3 . MACAO";TAB 
0, "4.BANGKOK";TAB O; "S- SHANGHAI" 
3030 INPUT L 

3040 IF L < :* IMT L OR L ■! 2 OR L:>S T 
HEN GOTO 303© 

3050 GOSUB 990© 

306© IF RNDi.25 THEN GOSUB 97©© 
3070 LET N =INT fVSi-fL £N N*+9i )S 
2 ) 

3030 PRINT AT 8,N;"HOUSE OF " ; N* 
3090 PRINT AT 2,©;"*$$$$$»$$*$$» 
***$*$$$$$*$$$$$$$$";AT 12,0; 
*$$*$$$$*$*$*$$$$$* $$$$$$$$$$$" 
3100 PRINT AT 4,©;"BANK »";AT 

6,0:"SUM VAN $";AT 3,0;"UNITS 
";AT 10.0,"LOCATION." 

3110 PRINT AT 1,15;"6£NERAL";AT 
5.IS;"ARMS";RT S , 2S; "SILK." ; AT 7 
IS:"WHISKEY";RT 3,IS;"OPIUM- 
3140 GOSUB 9930 
3145 LET Y=INT ta.lS»Yi 
3150 GOTO 95 

4000 REM SUM YRN ROUTINE 
4010 GOSUB 9930 

4020 PRINT RT 14,©,"DO YOU UISH 
TO" :TRB 0; "SORROW OR REPAY?' ; TAB 
0; " CB7R) " 

2 PRINT RT 0,12; "TAIPA.N" 

3 GOSUB 9S©0 

S PRINT RT 5,4;"WITH WHOH RH 
I PLAYING?" 

10 INPUT N$ 

19 LET M=INT V V32 — (LEM N$+9) ) .<• 


30 PRINT RT 1,0;"BANK $"^RT 

6 ©:"s5m YRN ;«T 3,©;"UNITS 

• '• ; AT 10 . ©; "LOCATION. 

35 PRINT RT 4,IS;"GENERAL' J AT 
5.IS: "ARMS";RT 6,IS; "SILK ';RT 7, 
IS:"WHISKEY";AT 3,IS;"OPIUM" 

37 LET T=© 

40 LET B =500 
45 LET Y =5000 
50 LET U=5© 

55 LET G=© 

60 LET B=0 
65 LET S=0 
70 LET U=0 
75 LET 0=0 
30 LET L =1 
90 GOSUB 990© 

95 GOSUB 93©© 

10© PRINT RT 4,9;” ";AT 4, 

9.B.TRB 25;" ";ftT 4,25;G;TRB 

25:" ";RT 5,25;B;TAB 9;” 

":RT 6,9;Y;TAB 25; " ", AT 6 

,25:s:TRB 25;” ";AT 7,25;W;T 

RB 10;" ";RT 3,1©;U;TAB 25;" 

".: RT 3,25; O 
110 PRINT RT 1©,2©;L$ 

120 PRINT RT 14,0;"OPTIONS:";AT 
16.0:"1.BUY";TRB ©;"2,SELL",TAB 
©:"3.QUIT" 

130 IF L=1 THEN PRINT RT 19,0;" 
4.UISIT SUM VAN";TRB 0;"(THE MON 
EY LENDER)” 

140 PRINT RT 14,13;"PRICES:";RT 
16.15:"GENERAL $ " ; AT 26,27; 

PCI):TRB 13;"ARMS $ ";RT 

17.27:PI2);TAB 23;"SILK $ 

” ; AT 18,27; P C3) ; TAB 13; "WHISKEY 
$ ";RT 19,27;P (4) ;TRB 13; 

"OPIUM $ ”;RT 20,27;PCS) 

150 INPUT C. 

155 IF C < > INT C OR C<2 OR 05 T 
HEN GOTO 1S0 

160 IF L < > 1 AND 03 THEN GOTO 2 
50 

170 GOTO C$1000 
1000 REM BUY ROUTINE 
1010 GOSUB 9930 

1040 PRINT RT 14,0;"UHAT DO YOU 
WISH";TAB ©, "TO BUY?"; TRB ©; " CGY 
A/S/W/O)" 

1050 INPUT P$ 

1060 IF P$<>"6" AMD P$ :>"R" AND 
P$<>"S" AMD P$ < >"W" AMD P$<>"0" 
THEN GOTO 1050 

1070 IF P$="G" THEM LET P=P(1) 
1080 IF P*="R" THEN LET P=PC2) 
1090 IF P$="S" THEN LET P=PC3) 
1100 IF P$ = "W" THEN LET P=P C4) 
1110 IF P$="0" THEN LET P=Pf5) 
1115 GOSUB 993© 

1120 PRINT RT 14,©;"YOU CRN RFFO 
AD -;TRB 0;"TO BUY ";INT iB/P) 
1130 PRINT RT 27,©;"HOW HRNY DO 
YOU".TRB 0;"WISH TO BUY?" 

1140 INPUT © 
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B REAKOUT GAMES are very 
popular and also very numer¬ 
ous. This has some novel 
features which sets it apart from the 
rest. It does not have a bat: the ball 
travels along the bottom of the 
screen until a key is hit, when it goes 
up to the wall in the normal way and 
knocks out a chunk. The angle at 
which the ball travels can be con¬ 
trolled by the length of time the key 
is held down, with a maximum of 90 
degrees. 

An interesting feature is that 
every so often an impact causes a 
crack to appear on the wall shown by 
a series of grey squares. When that 
crack is hit again it all falls away, 
with debris falling to the bottom of 
the screen. 

When a breakout is achieved it is 
shown by a O at the top of the screen 
and one point is scored. If the break¬ 
out point is hit again, the wall is 
blocked-up and one deducted from 
the score. A time limit is imposed 
instead of the player losing lives. 

Breakout runs on 4K RAM on the 
ZX -81 and was sent by Nicholas 
Moss, of Loughborough. The grey 
squares are shifted Hs. 
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'OUR MISSION is to fly at 


Y wave-top height and launch 
your bomb with the 0 key at a 
submarine hiding in a cave. After 
releasing your bomb you must climb 
steeply with the 7 key to avoid the 
cliffs above. Do not climb too soon, 
as there is a cliff-top radar station 
capable of arranging your instant 
destruction. 

The composer of the program, 
Andrew Kelcey of Bewdley, j 
Worcestershire, says that removing 
line 20 to 27 will enable it to be fitted 
into an unexpanded ZX-81. He has 
obviously limited the complexity of 
the graphics and, though pleasing, 
they are in our opinion capable of 
improvement. You might also try to 
devise a scoring line. Graphics notes: 
13—Graphic shifted 2, graphic 
shifted W. 

19— Inverse BANG. 

20— Inverse SHOT DOWN. 

21— Inverse CRASH. 

24— Graphic shifted E; two graphic 
shifted Rs, graphic shifted E; 
graphic shifted 8, two graphic 
shifted 5s. 

25— Eight graphic shifted As. 

27—Twenty-five graphic shifted As. 


16 IF INKEY * = "©" THEN L.ET R=C 
IT IF R=C THEN L.ET E=£f. 4-3 
16 PRINT RT 

19 IF EJ-COOE ”: " RND ENCODE " 
RND N=C QOE THEN PRINT TfiB 


20 IF 6 <:D RND R <C THEN PRINT 


21 IF N sC Q gE " t" RND EF5-N-D THE 

22 NEXT *4^ 

23 RUN 

24- PR ItjT RT CODE "f" F ; *' ) *' ; TR6 
F; ’‘"IIP" TRB F.i " Mi " 

_ 25 PRINT TfiB CODE " ”■■■ 


PRINT 
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BUILDER 


A T LAST there is a program 
which takes only five minutes 
to key-in but which will pro¬ 
vide you with hours of annoying 
enjoyment. It is also likely to make 
you very unpopular with the rest of 
the family if you are using the tele¬ 
vision set and they want to watch 
something else. 

Despite its simplicity, it takes a 
long time to achieve the aim, which 
is to build a row of = signs. Start by 
pressing run and then hold down 
any key until the screen is 
filled with greater than signs 
with = at the end of each line. 
Then keep a key pressed down 
to move the = sign along a line 
to try to add it to the other = 
sign. Releasing the key stops 
the = sign. 

You have one attempt at each line 
as you go down the screen, the 
inverse space showing which line 
you are on. When you reach the 
bottom you start again at the 
top. This clever game for the 
basic ZX-81 was sent by Julian 
Smith of Maidstone. Kent. 



1 GOTO IQ 

2 SRUE “BUILDER'* 

IQ FOR 1=0 TO SI _ 

20 PRINT RT I..25.;“*“ 

30 FOR U=Q TO S3 

4-Q PRINT RT I <Jj " ;• = “ RND INKEY 
4 < > " " 

50 NEXT J 

60 PRINT RT I.. 25.;” " 

70 NEXT I 
60 GOTO 0 


SKITTLES 


5 

REM 

‘SKITTLES" 



10 

PLOT 

3,15 



20 

PLOT 

3, 16 



30 

PLOT 

•3..21 



4-0 

PLOT 

3 , S4 



50 

PLOT 

3, S7 



60 

PLOT 

6.. 16 



70 

PLOT 

6.x 13 



6© 

PLOT 

6 .x 22 



20 

PLOT 

6,25 



100 

PLOT 

9.x 17 



110 

PLOT 

9,20 



120 

PLOT 

9.x 23 



13© 

PLOT 

IS., IS 



14-0 

PLOT 

12.x 22 



150 

PLOT 

15,21 



155 

FOR 

4 = 1 TO 6 



160 

LET 

=1=31 



170 

LET 

3 = 20 



175 

FOR 

>4=31 TO 2 STEP 

-1 

180 

PLOT 

fl..B 



130 

LET 

H 4 = INK.EY 4 



135 

UNPLOT R , B 



197 

PLOT 

R xB 



198 

UNPLOT R,B 



200 

IF R4 = “7” THEN 

LET 

B=B<-5 

210 

IF R$=”B“ THEN 

LET 

B=B -1 

220 

LET 

R=R —1 



230 

NEXT 

N 



24-0 

NEXT 






W E WILL say nothing about 
being bowled over by this 
game, or about going down 
like nine-pins, or about it being right 
up our alley. It is a IK game for the 
ZX-81 called Skittles but the title is 
somewhat misleading, since the 
eight balls are steered after they are 
released, not before. 

They are amazingly responsive, 
manoeuvred with the 6 and 7 keys 
to a target of 15 pins. 

It is a highly-enjoyable game sub¬ 
mitted by Philip Teakle of Bristol. 
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T WO GERMAN readers have 
sent an excellent game, 
inspired by a trip across the 
Channel on the way to a holiday in 
England. 

You are the manager of a ferry 
company. You have a working 
capital of £200,000 and your job is to 
double it. Running costs are steadily 
depleting your resources, but you 
make a profit of £150,000 on every 
trip. 

As our two readers noticed, the 
Channel is extremely crowded and 
one of the major hazards you face is 
the frequent collisions which return 
you immediately to your point of 
departure. Only a steady hand on the 
tiller—that is, keys 5 to 8—can save 
your time and money. 

A great game, which has fascin¬ 
ated half the office for days. Take 
care, or you will, as our German 
readers have phrased it, “have to 
declare the bankrupt". 

Channel Crossing was sent in by 
Bjoern and Henrik Wolter of 
Hanover. 
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gRBSsnn 


334-3 NEXT H 

334-5 PRINT FtT Ft,B," " 

3350 IF H$="C" THEN LET fi=2 

3351 IF HJ = ’’C" THEN LET B=9 

3360 IF Ht = ''D" THEN LET Fi=17 

3361 IF H*="D" THEN LET B = 22 
3365 GOSUB 1030 

3370 RETURN 

4-000 PRINT "YOU RRE THE HRNRGER 
OF R FERRY COMPANY AND YOU HAVE 
TO INCRER5EYOUR WORKING CAPITAL 

4-010 PRINT 

4-O30 PRINT "EACH FERRYTNG-OUER B 
RING5 YOU Ft PROFIT OF £ 150000.'' 
4-030 PRINT 

4-04-0 PRINT “FtFTER Ft CRFlSH YOU FtR 
E PUT BACK INTO YOUR STARTING H 
ARBOUR." 

4-050 PRINT 

4-060 PRINT "THE STANDING CHARGES 
ARE PERMANENTLY ABSORBIN 

G YOUR WORKING CAPITAL." 

4070 PRINT 

4080 PRINT "THE GAHE HAS FINISHE 
D, UHEN YOU HAVE EITHER LOST YOU 
R WHOLE WORKING CAPITAL OR U 

HEN YOU HAVEDOUBLED IT." 

4090 PRINT 

4100 PRINT "THE FERRY IS MOVED B 
Y THE KEYS : " "5"" .. ” “6"*' - " "7" " OR 

"" 8"’ 1 i " 

4110 PRINT "PRESS NEW LINE TO ST 

4130 INPUT S* 

4130 CL5 

4133 PRINT AT 8,1;"INPUT SKILL L 
EUEL (1 OR 3>" 

4134 INPUT SL 

4 136 IF SLol AND SL < ; 3 THEN GOT 
O 4134 
4138 CLS 
4140 RETURN 

1100BPRINT AT 27,20; "* m- 

1105 PRINT AT 16,20;"■ ■ 

1110 PRINT AT ft,S;CHR$ 137; AT A4 

1,8JCHR$ 133 

1130 RETURN 

1310 PRINT AT fl,S; 

1220 LET FERRV=P£EK V PEEK 16393 4 
256*PEEK 16399) 


:fsri I 

S;CHR* 137; AT A4 


1225 IF FERRY=137 OR FERRY=0 THE 
N GOTO 2300 
1230 GOSUB 2230 
1300 PRINT AT A4l,B; 

1320 LET FERRY =PEEK 1PEEK 263934 
256 itPEEK 16399.' 

1325 IF FERRY=233 OR FERRY=0 THE 
N GOTO 1430 
1330 GOSUB 2330 

140O PRINT RT A,S;CHR* 237;AT A4 

1,5;CHR $ 133 

1405 RETURN 

1500 LET US=INKEY$ 

1510 IF U*0"S" AND U*:->"6" AND 
U * < > " 7 " AND U* < :• " 3 " THEN RETURM 
1520 PRINT AT A,B;" ";AT A4i,B;“ 

1530 IF U»="3” THEN LET B=B4l 
1540 IF U*="S" THEN LET B=B-2 
1550 IF U$="7" THEN LET A=A-i 
1560 IF U$="6” THEN LET A=A4l 
1570 IF B-:2 THEN LET B =2 
1530 IF B >29 THEN LET B=29 
1590 PRINT AT A,S; 

1600 IF PEEK (PEEK 2S39S42S64PEE 
K 16399) CS THEN LET X=2 
1610 PRINT AT A42,B; 

1620 IF PEEK VPEEK 2639342S6*P£E 
K 16399)<>0 THEN LET X=2 
1630 PRINT AT A,8;CHR* 137;AT A4 
1,B;CHR* 133 

1640 IF X=1 THEN GOSUB 2230 

1650 IF X=2 THEN GOSUB 2330 

1651 LET X=0 

1653 IF ( H* =”C" AND R:> =27 AND 8 . 
20 AND B < 24) OR (H*="D" AND A : =2 
AND B > 7 AND B<22) THEN GOSUB 17 

1655 RETURN 

1750 LET WORCAP =UGRCAP41S0000 
1752 PRINT AT 0,20;UORCAP;" 

1755 IF H* = "C" THEN GOTO 2 770 
1760 LET H$s"C” 

1765 GOTO 1300 
1770 LET H * = "D" 

1600 RETURN 

2005 LET A* » !.'=“ V«l;. VOO> 

(==> (XX) 

2007 LET A* (2) =" :iH! ) .;* | 
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T HERE WAS a good response to 
our request for Spectrum 
programs. Hurkle is a hunt- 
the-monster game on fairly tradi¬ 
tional lines and will provide a relax¬ 
ing introduction to the mysteries of 
sound and colour. 

The display presents you with a 10 
x 10 grid, within whose nexus lurks 
the eponymous monster. You are 
required to enter your guess for the 
monster’s co-ordinates with “y-axis 
ENTER x-axis ENTER". The com¬ 
puter will then tell you in which 
direction to head to close the range 
on the elusive creative. Submitted by 
Max Renby of Croydon. 


1 DEF FN a ix't «x *12*5© 

5 BRIGHT 1: INK F: BOWER ©. 
PAPER 0: CL5 

6 GO SUB TOO 

7 LET q=0 

8 CLS 

10 FOR X =50 TO 170 STEP 12 
2© PLOT X.. 50 . DRAW 0.120 
30 PLOT 50.. X : DRAU 120,0 
4-0 NEXT x 

SO PRINT INK Zs PAPER 0, AT 16, 
6.; " 2 4 S © lO” 

80 FOR Z =0 TO 21 

90 PRINT INK 2.; PAPER O, AT 0.4- 

" 10 " ; AT 3., 4, AT S.. 4.; ”6",’ AT 9 

,4.; "4".; AT 12,4.; "2" 

95 RANDOMIZE 

100 LET C=INT <RND*11): LET d=»I 
NT (PND*11>- LET Cl*FN a«C): LET 

d1=FN «(d> 

140 LET q=q+l 

141 IF q >5 THEN GO TO 22© 

145 IF q >5 THEN GO TO 220 

146 INPUT < INK 5.; "Input your g 

uess.”) IF a* = "e~ OR a*a T * 

d" THEN GO TO 146 

147 IF q > 1 THEN PRINT AT 18.0.;" 

": PLOT INK 6; a., br PR I 
NT AT 19,0.; 

157 IF at*"" OR b* = "" THEN GQ T 
O 146 

158 LET a»UAL ta*>: LET b = UAL t 
b*); IF a<0 OR a^lQ OR b<0 OR b> 
10 THEN GO TO 146 

159 LET asFN aCa>: LET b=FN e(b 

160 PLOT INK I,’ a, b 

151 BEEP .5,5 

170 IF a = c1 AND b=dl THEN Go TO 

500 

180 PRINT AT 18,0.; "North " AND 
b<dl; "South " AND b>dl,"Uest " A 


ND a>cl;"East" AND a<cl 
210 GO TO 140 

220 PRINT AT 18,0.; "You have sad 
ly exhausted your five guesses 
! th e Hurku was a t" , " l c.; , d.; 

225 PLOT FLASH 1; INK 4jCl,dl 

229 PRINT AT 21,0.; "Agai n? (y OR 
n) ” 

230 READ a. IF a=-99 THEN RESTO 
RE : READ a 

231 READ b: BEEP a,b 

239 LET a*=INKEY*. IF a*=”” THE 
N GO TO 230 

240 IF a*(l)="y” THEN GO TO 7 
250 PRINT "Goodbye.": STOP 

500 PRINT AT 18,0, "UeU donetYo 
u toot ";q.;" turns." 

510 GO TO 225 

6O0 DATA 1,0,1,2,.5,3,.5,2,1,0, 
1,0,1,2,.5,3,.5,2,1,0,1,3,1,5,2, 

7.1.3.1.5.2.7.. 75.7..25.8..5.7.. 

5.5.. 5.3..5.2.1.0..75.7..25.8..5 
,7,.5,5,.5,3,.5,2,1,0,1,0,1,-5,2 
,0, 1 , 6 , 1,-5,2,0,-99 

700 PRINT " This is the game of 
'Hurkle'.In this game it is your 
job to finda hurkte that is hid 
ing on a 10 by 1© grid.When aske 
d input yourquess for the hurkte 
' s coordina-tes." 

713- PAINT " If- y<3<f- ha-v© ae-t- g-u-© 
ssed them correctly you will b 
e given the direction in which t 
he hurkle lies from your last 
guess.“ 

720 PRINT "Good luck." 

73PL PR TUT. . PRTl-rr "Ah?. hy. t_ 

he way.You must input each c 

oordinate separatelyti.a.S AND p 
ress enter,© AND press enter. 

740 INPUT "Press enter to start 

. "; a $ 

750 RETURN 
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A LPHABET is a teaching aid for bet in random order. difficulty selected and the laser is 

students—so if you can’t read The student has a laser base and moved with the usual keys 5 and 8. 
this, read on. The program has to blast the letters in their correct The program was sent by P Styles 
runs initially in FAST mode, then the order. The distance of the laser from of Rotherham. It runs on an expand- 
screen clears and displays the alpha- the letters is decided by the level of ed ZX-81 



REM **R L P M R S £ T*i 

150 

GOTO 110 


REM **P. STYLES 1932** 

200 

FOR T = 19 —M TO 0 STEP -1 

3 

CLS 

210 

PRINT RT T,B+2;"*" 

5 

LET R=CGDE " =" 

320 

PRINT RT i ,842;" " 

7 

LET B=CGDE 1" 

230 

NEXT T 




LET Y=B4l 

9 

LET R=33 

233 

IF C$ tY) < >CHR* R THEN GOTO 

30 

DIM C$f2Si 

4.00 


3a 

FOR 0=1 TO 26 

235 

LET R =R + 1 

34- 

LET Di=" flBC-DEFGH IJKLMNOPORS 

250 

PRINT RT 21,0;TRB V;CHR* VR 

TUUUXYZ" 

-1) 


35 

LET U = IN7 fRND*26.» +1 

260 

IF R =64- THEN GOTO 320 

4.2 

LET C$(G)=D*fV.» 


GOTO 110 

4-5 

FOR IJ =1 TO 0-1 

320 

IF M>=S THEN PR XNT RT IS,0; 

4-0 

IF C*tOJ=C*CU> THEN GOTO 34- 

"NOU 

TRY XT RT R HARDER LEVEL" 

SC 

NEXT U 

325 

LET H=M —4. 

53 

NEXT © 

330 

FOR 0=21 TO 1 STEP -S 

54- 

SLOU 

34.0 

FOR 0=1 TO 26 

55 

FOR Z=1 TO se 

350 

PR INT RT O , O ; C$ X U-» 

56 

PRINT RT 0,14Z;C*fZJ ; 

355 

PRINT RT 0,0;" " 

e? 

NEXT 2 

360 

NEXT O 

50 

PRINT RT IS,0;"ENTER LEVEL 

370 

NEXT O 

1-19 

( 1=HRRDEST) " 

386 

RUN 

59 

INPUT M 

387 

LET B=C-ODE " 

60 

LET fi=R-M 

4.00 

PRINT RT 19,6;"YOU HISSED T 

63. 

PRINT RT IS,0;" 


CHR $ (R) ; YOU GOT ";R-33 



4-10 

PRINT RT 21,0;"PRESS NEULXN 

100 

LET R$ = " -r*— 

E TO 

STRRT RSAIN" 

13.0 

PRINT RT R7B;R* 

4-20 

IF INKEY* : >CHR5 113 THEN GO 

120 

IF XNKEYi = "S" AMD 8:>0 THEN 

TO 4-20 

_ET B =S“PI/PI 

4-25 

CLS 

138 

IF INKEY$="S" RMD B<27 THEN 


LET R=CODE "=" 

LET 

B =B +PI/PI 


LET B=CODE "1 " 

14.0 

IF INKEY5 ="0" THEN GOTO 200 

4-50 

GOTO 55 
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T WOS UP is an Australian 
gambling game in which two 
coins are held on the tips of the 
first and second fingers and 
then spun. Bets are laid on how 
the coins fall, usually whether 
odd or even. 

T E Newham of Worcester Park. 
Surrey, who submitted the program, 
suggests that the game has real pos¬ 
sibilities as a fund-raiser if the four 
possibilities of head-tail, tail-head, 


head-head and tail-tail are taken into 
account. 

"Odds of 5-2 against a correct 
selection should earn a fair per¬ 
centage," he writes, "though it might 
be wise to have either a fixed or 
maximum stake—otherwise a sport¬ 
ing gent from Woolloomoolloo 
could arrive with a pocketful of 
tenners and clean out the school 
fund." 

A neat game for two people with 
excellent graphics—16K ZX-81. 



10 REM "TWOS UP" 

20 REM BY T E NEWHAM 
50 GOTO 500 
60 CLS 
70 FAST 
10© LET L =4- 
110 LET C=3 
120 LET M =RNf> 

130 IP M < . 5 THEN GOSUS 4-00 
140 IF M>=.S THEN SOSUB 450 
150 LET L=4 
160 LET C=19 
170 LET N =RND 

160 IF N < . 5 THEN GOSUB 400 
190 IF N > = . 5 THEN GOSUB 450 
200 LET R=1S 
210 LET B =22 
220 GOSUB 300 
230 LET R =43 
240 LET B =22 
250 GOSUB 300 
260 GOTO 600 

300 FOR F = 1 TO 360 STEP 10 
310 LET P=F*PI..'1S0 
320 LET X =R + 14JCOS P 
330 LET Y=B+14*SIN P 
340 PLOT X,Y 
350 NEXT F 
360 RETURN 
400 PR INT RT L,C.;" 

C; - BiaL,TflB C; " IBB*", TB 
B c; •• . I B B c; — 

; TAB C; • • ^ElHkl,TflB 
■£" ; TRB C ; •• ; TRB 

Hi"; TAB c; " T^B^TRS - 

k ";tab c; *• ; 


410 RETURN 
450 PRINT RT L,C;" 

" ; TRB C; " 

* ••; TR B c; _ 

- _ JTT1 R" ~: tr b . 

8"; TR B c; " if Bin g 
Btn 8" ; tab c; "SB 
B c; - — TI ";trb C; " I 

460 RETURN 
500 SLOW 

510 PRINT RT 2,6;"THIS IS 


S UP- 


TWO 
SPIN TWO PE 


520 PRINT RT 4,6 
NNIES" 

540 PRINT RT 6,2;"YOU BET ON WH 
ETHER THEY FALL" 

550 PRINT RT 9,2; "^1 r» 1^ 

560 PAUSE 200 
570 POKE 16437,255 

580 PRINT RT 16,5;"GET YOUR MON 
EY ON NOW"; 

590 PRINT RT 17,5; ” ... 


600 SLOW 
610 PRUSE 150 
620 POKE 16437,2SS 
630 PRINT RT 20,7;"PRESS ""S" 
TO SPIN- 

640 IF CODE INKEV $i 
O 630 

650 IF INKEi r » = "5" THEN GOTO D0 


:>56 THEN GOT 
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T RY TO out-think your ZX-81 
by playing Hazardous Cross¬ 
ing. It is a pleasant little game 
which will fit into the IK version but 
will take some time to master. 

The aim is to travel from one line 
to another, moving in steps follow¬ 
ing the grid as shown. The player 
must start at the top on the F line and 
try to reach the A line at the bottom 
by moving from one grid point to the 
next. 

The problem is that the computer 
is lurking somewhere in the grid and 
must be avoided if the safety line is 
to be reached. By playing the game 
for some time it is possible to learn 
the regular movements of the com¬ 
puter character. 

To allow the program to fit into 
IK, Michael Woodruff of Accring¬ 
ton, Lancashire, was not able to 
include graphics, which means that 
a grid has to be written separately, or 
you could use the one we have 
shown, using a coin or a counter to 
check your position. 

It is important to input the grid 
references with the number before 
the letter or the move will not be 
accepted, nor will impossible moves. 

If you do not believe there is a 
computer figure moving in the grid, 
you can enter two lines 54 and 99, 
both PRINT CS and the moves will 
be shown following your moves. 

In the printout the graphics are in 
line 50, a shifted 4 and, in line 65, 
shifted 1. 


10 LET U=SGN PI 
15 LET 
20 INPUT Pt 

25 IF Pt W* Ch"F' % THEN GOTO URL 
’*2©" 

30 PRINT Pt 

35 LET P=CODE P*<U> 

40 LET 0=C0C'E Pt *.U> 

45 LET P 

50 LET C$=CHR$ tINT (RND*CODE 
", ”+CODE ”1")?+"R" 

54 PRINT CH 

55 GOTO URL "105” 

60 LET Z= iP-CyUf 4- ( iP-C-Ut + <C=P 
} RND RND<URL ".5"> + iPtiUt >Ot RN 
D RND<URL ",5" RND C<=CODE "2">- 
(C-P>W)-((C-P=W)-tC=P) RND RND<U 
RL " .5"> - iPt <G* RND RNG'«:URL " 
3 5" RND C > sCODE "3" ) 

65 IF Z S-CQOE "* " THEN LET Z=CO 
[>E "■ " 

70 IP Z<-U THEN LET Z = -U 
75 LET C=C +-Z 

80 IF C«:CGC'E "1" THEN LET C=CO 
DE "l" 

85 IF OCOC'E "4" THEN LET C=CO 
OE "4" 

30 LET D=Df i.Q-O ,* W> -iO=Q) 

95 LET CJ=GHRt C<-CHR* D 
99 PRINT Ot 
100 LET G*=CHR t P 
105 INPUT Pt 

110 IF LEN P$<!-U THEN GOTO URL 
’ 105 ” 

Its IF BBS <COC'£ P* <«} -pi OR 
W5 (^CODE PHWt -Qi ;U THEN GOTO V 

120 CLS 

,125 XF P*=C* THEN GOTO URL '• 105 

..«|„XF P*«.>> THEN GOTO URL 

135 PRINT P# 

14.0 LET P=COOE p*(«i 

150 LET C=CO0E Ci(Ui 
155 LET D=COOE c|!Ui 
1O0 GOTO URL "so” 

165 PRINT SiaagB " v 
170 PRINT "lifflF • 
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W E FEEL that many of the 
education games sent to us 
ignore the crucial place of 
good graphics in the interest of the 
young learner. 

True or False is a program for 
teaching multiplication. The 
authors. Neil Pick and Rae Bryant of 
Harrogate, obviously worked hard 


to accompany the didactics with a 
lively display and a line in cheery 
patter. 

The operator has a very limited 
time in which to judge the displayed 
arithmetic as true or false and to 
input 7 or 5 accordingly. Error or 
delay will advance a decrepit- 
looking automobile further and 


further towards a brick wall. There 
are three levels of difficulty and a 
running score for every correct 
answer. Graphics notes: 

24—Inverse space, graphic 7. inverse 
space. 

100—Graphic F, graphic G. 

670—Inverse GOOD. 

680—Inverse BYE. 
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50 PRINT BT @,S;"1 

51 PRINT BT 9,5;"■ 

52 PRINT BT 10,5;'' 


53 PRjNT RT 11,5;"■ 

54 PRINT RT 12,5,"B 

55 PRINT RT 13,5;"■ 


57 PAUSE 100 
S3 CLS 

59 LET 3=1 

60 LET R=0 

61 FRST 

5,0; 

^MPRINT RT H,8; 

64- FOR U=S TO 21 

65 PRINT RT U,24;"|" 

66 NEXT U 

67 FOR 0=11 TO 21 

63 PRINT RT 0,17;"!** 

69 NEXT Q 

70 IF A+3 =21 THEN PRINT RT IS, 
0;"QUICK TURN," 

71 IF fl + 3 =21 THEN PRTNT RT 16, 
0;"YOUR GOING OFF" 

72 IF fl+3=21 THEN PRINT RT 17, 
0;"THE ROAD." 

73 IF A + 3 :* 21 THEN PRINT RT 13, 
0;"OH,NO.YOURE GOING" 

74. IF A+3 i 21 THEN PRINT RT 19, 
0; "TO CRASH-'* 

75 FOR 1=0 TO 20 

76 PRINT AT 3,1;"," 

77 NEXT I 

73 FOR U=3 TO 21 
79 PRINT RT U,20;"." 

30 NEXT U 
SI SLOU 

96 PRINT AT 7, A; "3(U u, ffi" 

97 PRINT AT 3,A;"*«■»" 

93 PRINT RT 9,fl;"0 0" 

99 FOR C =6 TO 9 

100 PRINT RT e,27;"JBR 
110 NEXT C 

120 IF A+3=27 THEN GOTO 300 

130 LET D =INT fRNOj (P + IOJ .» +1 

13S IF P =2 AND D : =10 OR P=3 AND 

D < =20 THEN GOTO 130 

14-0 LET E = INT fRND* (P+IOJ > +1 

14-5 IF P=2 AND E<=10 OR P=3 AND 

E < =20 THEN GOTO 14.0 

1S0 LET F =INT (RND+21 

155 PRINT AT 0,10, 


156 PRINT AT 1,10;' 

157 PRINT AT 2,10;' 


1";AT 1,24.;*' 


160 PRINT AT l,ll;o;" X 
;D+E+F; 

170 IF P=I THEN PAUSE S0 
172 IF P=2 THEN PAUSE 100 
175 IF P =3 THEN PAUSE 150 


160 LET A$=IMKEY$ 

200 IF A$ = "S" AND F =1 OR A$="7" 
RND F=0 THEN GOTO 230 
210 LET A=A+3 
215 PAUSE 25 

217 CLS 
220 GOTO 61 

230 PRINT AT 0,0;"SCORE=";S 

240 LET S=S+1 

250 PAUSE S0 

260 CLS 

270 GOTO 61 

300 PAUSE SO 

301 CLS 

302 LET U=0_ 


304 IF V =21 THEN SOTO 320 

305 LET U=U+1 

306 GOTO 303 
310 CLS 

314 FOR 1=1 TO 21 _ 

315 PF I I I I — 


330 PRINT AT 10,6;" 
340 PRINT AT 11,6;" 
JSoj^PRINT AT 12,6; " 
360 PRINT AT 13,6;" 


370 PAUSE 100 
380 CLS 

420 IF T =22 THEN GOTO 440 

430 GOTO^400 ^ ^ . .MPKHIMmB 

450 LET K=IMT° )RND*38Jk 
460 LET U=INT iRND*20> 

470 IF U < =1 THEN GOTO 460 
480 PRINT AT U,K;;S-l;"ffl" 

490 NEXT X 
S00 PAUSE S0 
S10 CLS 
520 LET N =26 

530 PRINT AT 11,N;"_JP"|" 

540 PRINT AT 12,N;"MI^HB 
550 PRINT AT 13,N;" 0 0" 

560 IF N=0 THEN GOTO 609 
570 LET N=N-2 
575 CLS 

580 GOTO 530 _ 

600 PRINT AT 12 .M; SS3S RBTO ' 

610 INPUT A$ 

620 IF B$="YES" THEN GOTO 39 
630 PRUSE 50 
640 CLS 

650 PRINT AT 7,O;"WELL,I HOPE V 
OU MAUE ENJOYED " 

660 PRINT "YOUR CAME." 

661 PRINT "(PRESS A KEY. J" 

662 PAUSE 4E4 

663 CLS 

670 PRINT AT 10,13;"HfiBB" 

675 PAUSE 100 

660 PRINT AT 10,13; "3®" 


34 
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I N CLEARANCE, the ecosphere 
fights back. In the game for the 
Spectrum, you are a mad axeman 
steering yourself round a forest with 
the usual cursor keys and increasing 
your score by destroying the 
arboreal paradise—one point for 
every tree felled. 

As you cut, you are enraging the 
giant squirrel whose habitat you are 
destroying and simultaneously pen¬ 


ning it in a smaller and smaller 
space. The wrathful rodent appears 
at unpredictable points within the 
dells and if its position is the same as 
yours, either in terms of row or 
column number, the game ends. 

An entertaining program making 
use of the colour, sound and user- 
definable graphics of the Spectrum, 
and submitted by David Bryant of 
Crowborough, Sussex. 


3. ORTR 4-9,33 , S0 ,22,22 , 23 , 220 , 
0 .. 4-2,28.3 , S , 3 „ 20 , 90 

2 FOR 3 =32600 TO 02024. 

3 REftO b 

4- POKE a , b 
5 NEXT a 

10 BORDER 0.- PAPER S. INK 7: C 

L5 

4.0 FOR a =2 TO 20. BEEP 
P 

tttttltffH-tN-H-fHtF': NEXT a 
50 LET V=0. LET 2=0.- LET X =2. 
LET y =1. LET S- =—1 
55~ FOR a =0 TO 4- 

60 LET X =X * VXNKEV$= "O'** - V INKEY 

61 IF XNKEY»="S" THEM PRINT AT 
x -1, y; i nk 2; ** - " 

62 IF INKEY3="7" THEM PRINT AT 

x+i,y; ink 2; 

63 IF INKEY9="S“ THEM PRINT AT 
V . U : INK 1; " « ** 

64. IF INF.EV$="S" THEM PRINT AT 

X 70 ' LET K y=y4-IXNKEY$="3''.* -fINKEV 
* = ■■6'') 

75 IF y>=31 THEN LET y =30 

76 IF y •: =0 THEM LET y =0 

77 IF X <=1 THEN LET X =1 


78 IF X > =20 THEM LET X =20 
ao print at x,y;"X" 

81 IF X=Z AMD V =y THEM SO TO 6 

0 82 IF ATTR VX,y.»=7 THEN LET ■ = 
S 4-1 

36 IF HTTP fX ,y-l.* =2 RND ATTR 
cx,y +iJ=i or attr rx 4-2 ,y.» =2 AND 
ATTR (X -1 , y.' =2 THEM LET £ =S-1 
87 LET Z =X . LET V =y 
83 PRINT PAPER 4.; INK B;AT 22, 
12;"score=";s 
90 NEXT a 

100 LET C=INT (RfitCHUS.* *2: LET ft 
= INT (RNDJlBJ 4-2 
110 PRINT FLASH 2; AT 
120 IF X=C OR y =d THEM SO bUS 2 

50 

130 FOR i =0 TO 30: NEXT i : PRIN 
T INK 4.;AT C,d ;***•" 

14-0 GO TO 52 

220 PRINT FLASH 2; PAPER 2; INK 
0; AT 10,10; " HE SOT YOU .* " 

230 PRINT PAPER 2; FLASH 2;AT X 

,y;-x- 

240 FOR a=4 TO 2 STEP -2. BEEP 
.5,3. NEXT 3 

250 input "Arjother Sa»e? '';s$ 
260 IF a $ t 2.> ="y " THEN RUN 
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T O EASE the problem of gener¬ 
ating graphics on the Spec¬ 
trum, Mark Bateman of 
Wolverhampton, worked out this 
program. 

When run it displays a square 
measuring eight by eight. The pro¬ 
gram is user-friendly, giving full 
instructions to obtain the necessary 
design. 

On finishing, the design it is print¬ 
ed in the top right-hand corner of the 


\ 




\ 


1 REM GRAPHIC GENERATOR 

2 REri g\ MarK Ba t t-aan 

10 BORDER 4-. PAPER 7. INK 0. 


30 print RT 4,8;“Voo are only 
allowed to define characters on 
the letters, a to u -" 

4.0 INPUT "Which letter do you 

want to use ";r*? 

50 IF n*-;"a" OR Tt $.1 "U" OR LEW 
DJ)1 THEN PRINT RT 3,0; FLASH 1; 
"Error in input".- go to 4.0 

60 CL S PRINT RT S, 11; "1234-50 
78" 

70 FOR .* =1 TO 3 
80 print RT 5-*•:»: , lO; :< 

90 FOR y=l TO 3 

100 PRINT RT SM,18+y; INK 6; "B 
110 NEXT y 

120 POKE USR n$*x-l,0 
130 NEXT 

14.0 print RT is, 1; "When a sqysr 
e flashes hit 0 to leave a spar 
e. Hit any other'"" *ey to bloc* 
in.”'" Enter 0 when char ac 

ter is finished." 

150 input "Which row do you Wis 
h to wort on";r$ 

160 if r$ :"0" OR r$:»"3" or lew 


r»>l THEN INPUT "input »ust be a 
n integer between 0 and 3„";r*. 
GO TO 160 
170 LET r sURL r $ 

180 IF r =0 THEN PAPER 7. PRINT 
RT 2,l;" Finished character is 
" : CHR? f CODE n4.7.1 . GO TO 32 

0 

200 LET S =0 
210 FOR y=l TO 8 

220 PRINT RT 5+r,10+y; FLASH 1; 
PAPER 6;"■" 

230 PAUSE 0 

240 IF INKEY*="0" THEM PRINT AT 

5 + r,i 0 +y; paper go to ss> 

0 

250 PRINT RT S*r,10+y; PAPER 6; 

260 LET SsS+29- fS-yi 
29© NEXT y 

300 POKE USR- n*-rr-2,S 
310 GO TO ISO 

320 iNPttT "To attend this, char a c 
key 0 c,lher *- i£& any other 
330 IF d*="0" THEM PRINT RT 2,I 

; "unattended".- go to iso 
340 input " do you want to de 
fine another character? ry or n.» 
”a $ 

345 IF a * ="y" THEN GO TO 10 
350 IF o $ < > n" THEN INPUT "Bnsw 
er must be y or n"; a*, go to 34-s 
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1 REM amaze 

2 REM © Mar* Bate*an 

5 FOR X =0 TO 23 

6 READ r. POKE USR "A " +x , r 

7 NEXT X 

3 DfiTfi 2S5,S,e,S,S,S|l,S,Si,123, 
128 .. 128 , 12S , 128,123,123,123,0,3, 
50.60,60,63,3,3 

10 RANDOMIZE ; LET u= 20 ; LET z 
=30 

.20 BORDER 1. PAPER S: INK 3. C 

'"'30 PRINT AT S,12; "AMAZE" 

4-0 PRINT AT 13,1; "PLEASE WAIT. 
YOUR MAZE IS BEING GENERAT 

ED . " 

50 DIM a(U+2,Z+21 

60 LET X = 2 ; LET y =2 ■ LET CO=3 

70 LET a fX ,y.» =-2S> 

90 LET up= 0 . LET dn= 0 - LET 11 = 
0. LET r l =3. LET =.U*=0 
LET^U I -l * ! >S R, ' iC ' s LX - I , y 1 =0 THEN 
110 IF X<y+1 AND a r.X +1 , y 1 =0 THE 
N LET dn =1 

120 IF y >2 AND & fX , y -11 =0 THEN 

130 IF y<z+i AND a(M , y+ 11 =0 THE 
N LET fl=1 

14-0 LET Ch=INT J'RNDS fup+dn * l t + r 

t 1 + 11 

150 IF UP =1 THEN LET £. U* =5. Dtt +1 


ISO IF £UKr=Cb THEN LET a IX -1 , y A 
=y -a + tx -si +z . let x =x -a . go to a 
3 

170 IF dn =1 THEN LET 5-Utt =£-U»+1 
180 IF SUI6=Ch THEN LET a fx +l.yl 
=y-l+(X-21 *2 . LET X=X+1. GO TO S* 
0 

190 IF 11=1 THEN LET SO* =£. u* +1 
200 IF iu»=Ch THEN LET atx,y-l> 
=y-1+CX-21 *2 . LET y =y -1 . go TO 9 

213 IF rt=a THEN LET SD»=SU*+1 
223 IF JliBsCh THEN LET a»x,y+H 
=y -l+ (x -21 *2 LET y=y + i.- go to 9 
0 

230 LET pp =a fx,y1 
240 LET X=INT ippx2A+2 
250 LET y =pp - VX -21 »Z *1 
260 IF y=I THEN LET X=X-1.- LET 
y =Z + 1 

270 IF X < >£ OR y 1 12 THEN GO TO 
90 

230 CLS . BEEP 1,1 
290 PRINT AT 3,1;"YOUR HAZE IS 
READY."" YOUR LOCATION IN THE 
MAZE"''" IS SHOUM BY ";C-HR* 14- 
6jUSE THE CURSOR KEYS TO 

MODE.. ENTER BOTTOM RIGHT HAN 

D CORNER. EXIT TOP LEFT.. 

THE CLOCK LULL START AS SOON" ' 
” AS THE MAZE HAS BEEN DRAWN-"- - 
" Hat any *ey to draw the »az£ 


•10 
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30© PRUSE © 

310 C1_S 

320 FOR X=2 TO 0*1 
330 FOR y =2 TO 2 *1 
34-0 IF S f X ,y.4 J fx -2.4 *z +y-2 RND 
a (X ,0-1) < > fX-2.4 *Z+y-i THEM PRINT 
RT x -1, y -1; OU ER 1;CHR$ 14-5 
350 IF a fx , y.4 h .■» fx -3.4 *2 +y-a rmlv 
a (x-i,y) <> fx- 2.5 *2 +y -a them print 

BT x -1, y -1; O'.iER 1;CHR$ 14-4. 

360 NEXT y 
370 NEXT X 

360 PLOT 6,3. ORRiJ 232,0 
390 PLOT 24.3,3: ORBU 0,160 
4-00 IF CO=l THEN COPY : LET CO = 
0: GO TO 560 

4-10 BEEP -1,13: POKE 23674-,0: P 
OKE 23673,0: POKE 23672,0 
4-20 LET X*=U+1: LET y* =2 +1 
4.30 PRINT »T X*-l,y*-l; OUER 1; 
CHR» 14-6 
4.4.0 PAUSE 0 

4.4.5 PRINT AT x»-l,y»-l; OVER 1; 
CHR$ 14-6 

450 IF IMKEY*="S" RNB i a fx* , ya.4 
= (XHI-2J *z*y»-2 OR a rx* ,y»-a.i = tx» 
-2}*2+ya-ii THEN LET ya=y» -i 
460 IF INKEVJr-'S" RNB fa fx* ,y».4 
= Cxm-1) *z+y*-l OR a fx»+i ,y*.4 = fx* 
-2) *2+y»-l.« THEN LET X»=X*+1 
4 70 IF INKEYS =" 7" «NB fa ix» ,y»Jk 
= (x*-3i -*z+y*-l OR a fx*-i ,y».» = fx» 


M ARK BATEMAN of Wolver¬ 
hampton called this pro¬ 
gram Amaze and that is 
what it does. On RUNning, it 
designs a maze which the player has 
to negotiate. The amazing section is 
the setting-up of the maze, which can 
take between three and five minutes. 
The design is based on a complex 
algorithm which results in a differ¬ 
ent maze each time. 

When the maze is solved, the 
player has the option to keep it and 
start again and try to beat the earlier 
time, which is displayed on comple¬ 
tion. It is also possible to end the 
game, ask for another maze to be 
drawn, or have the first one printed- 
out. 

The route through the maze is con¬ 
trolled by the cursor keys working in 
the usual directions. 


-2i *2 *y»-1.4 THEN LET X»=*X»-1 
480 IF XNKEYS="&" AND fafX»,y».» 
= (x»-2J »2+y* OR a IX* , y»+1.4 = IX*-2 
)*z+ym-l.4 THEN LET ya=y*+i 
490 IF X»-<>2 OR y» >2 THEN GO T 
O 43© 

500 LET tl=REEK 23672+256»PEEK 
23673+65536+PEEK 236 74. 

510 LET t 2 —PEEK 23672+256 +PEEK 
23673+65536+PEEK 23674 
520 CL5 . BEEP -05,4© 

530 IF till2 THEN LET tl=t2 
540 LET titt=ta,-S0 

550 PRINT RT l,i;"COMCRATULATIO 

NS.. SOU HRVE FINISHED THE HR 

ZE IN . R TIME OF ";ti*;" 5 

ECONDS. " ' ' •' ENTER" " " 0 

TO QUIT"'"* 1 TO TRY THE 

HRZE RGRIN"'"" 2 TO BESTS 

N ANOTHER HRZE"''" 3 TO C 

OPY LAST HRZE" 

56© input "Ubat i£■ your select a 
on 

570 IF £• 5 = "0" THEN STOP 
530 IF £ S ='■ 1" THEN GO TO 310 
590 IF S$="S" THEN GO TO 2© 

600 IF =.$ = "3" THEN LET CO=l: GO 
TO 310 

6I0 inplit "Your '.election must 
be an integer between 0 and 3,"; 

s $ 

620 GO TO 570 
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ItOULET ATTACK 


3 GO SUB 2BOB 

LET*t =15 B=1 - UET * = * L£T £=b: 

100 LET C=19: LET £ -29 : LET d =£. 
160 PRINT RT 22 . b. ‘ 

180 LET y =IWT VRND3 20.' >10 
182 BEEP 0-00 ..20 

135 PRINT RT y,e;"3b IF INK 

EV $ = "P" THEN PRINT RT C,d;" " _ 

190 IF INKEYS ="P" THEN PRINT RT 

c, d; "y" 

191 BEEP 0-009,-12 

200 IF y=C RND £ =d THEN GO TO 4- 
08 

210 PRINT RT C 

220 IF INK£Y»="P" THEN LET C =C - 
3: LET d=d + l 

24-0 IF C =4. THEN GO TO 4-10 
250 LET e=e-a 

260 IF e = b THEN GO TO 4-10 
270 GO TO 135 

4-00 LET = =£• +1 . PRINT RT y 
>XXX<”: BEEP 0.3,-29. PAUSE 20 
4-10 CLS ; LET X -X -B IF t b TH 
EN GO TO 100 

4-4-0 PRINT RT 10,21, "GSJttE C«V£\f* 

4.50 print rt 12,21; "Score =*•;=. 
4.60 FOR f =-10 TO 10. BEEP 0.09, 
f: BORDER RN097; NEXT f: BEEP 2, 
-17. STOP 
1000 FOR f -0 TO 7 
1010 READ eg. POKE LI SR + 

1020 NEXT f 

1030 DRTR 0,0,23,63,255,2S5,127, 
104.0 FOR f =© TO 7 

1050 RERD eg; POKE U5R "b"+f,CQ 
1060 NEXT f 

0 flTfl / SB , 56,254- ,255 .-24-3,2 

1030'RETURN 


R OCKET ATTACK is yet an¬ 
other spin-off from the Sinclair 
Programs R&D industry. J Sells 
of Enfield has updated a program 
printed originally in our May-June 


He has Spectrumised D E Healey's 
Rocket Attack games, composed 
originally for the ZX-81. The game 
involves a squadron of 20 planes 
heading towards your missile 
station. Pressing P will fire the 
missile. To destroy the plans you can 
either hit them directly or leave the 
missile in their path. Your hawk- 
eyed reviewer only managed 12 out 
of 20 . Graphics notes: 


160—Three graphics 8s, twenty-nine 
graphic 3s. 

170—Graphic 6. 

185—"ab” as in graphic mode. 

440—Inverse video “Game over”. 
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A N ESPECIALLY pleasing dis¬ 
play is the strong point of the 
Sharp Shooter program from 
Paul Naylor of Tyldesley, Greater 
Manchester. 

You are the black-hatted villain 
confronting a posse of lily-livered 
bounty hunters. An inverted O 


represents the deputy badge on their 
trembling chests. You are armed 
with a Colt ten-shooter (what?) 
which you fire with the P key. When 
the gun is fired the outlaw falls into a 
very effective crouching position. 

Manoeuvre the cowpoke up with 
key 1 and down with A. (1K ZX-81). 


1 LET NxPI/PI 

2 LET £> aVflL 

3 LET R=5 

4- LET HsSIN PX 

i lIt T =IHT fRND*Vfl£- ”17"» +M 
7 LET H = XNT CRMD»XNT PXA 
B IF M=M «HD T:■ H THEN LET T=T 

_N 9 if H=*JRL »<«' T :>JRi- "SB- 

then LET T =T +N 


RTIHT PX,D, - 

f,T 3 g + xP L xNKEVv:> then SOTO u» 

^ a ?^ R 5;‘ I -S T -%r '%lxkr%i%-. 

■feg T FgS U ^. ! ^"-'-l^'ro J %*xN PI ST 

EP 60 N PBXNT ST R+N/F; 

70 NEXT F 

lo IF T B?N=T ‘then let H=H+N 
lee IF 5 =UBL “10“ THEM GOTO URL 
•• 150" 

110 IF fl+NsT THE» GOTO URL "E" 
120 IF INKEY$="1" BND B>SIM PI 
THEN LET R=R-N 

13© IF IMKEY$="8" AND R:UBL “17 
" THEN LET R=B+N 
14-0 GOTO URL “7" 

150 PRINT RT B+M,SIN PI;" HITS 
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S PACE CAPSULE is a simple 
version of the lander programs. 
It will fit the unexpanded ZX-81 
and. when run, displays a space ship 
being launched at the bottom of the 
screen. 


It rises to the top and then falls 
back to earth. As it does so. the land¬ 
ing pad is moving and the player has 
to manoeuvre the craft to land on it. 
If after a few attempts you find that 
too simple, delete line 100 and it 
becomes almost impossible. 

The graphics are. in line 50 the 
graphic shifted 3, two inverse spaces 
and graphic shifted 4; and in line 60 
shifted T and Y and two shifted Hs. 
They are repeated in lines 60 and 
170. It was sent by Colin Healey, of 
Workington, Cumbria. 


2 

LET G=S 

2 

DIM E{23} 

13 

LET ft = XMT (RHD42.I 

15 

PR INT fiT 0,10; " SCORE — " ; G 

20 

XF 0=0 THEN GOTO 30 

30 

1 -Ef C. = INT a+2S:*RN£» 

4-0 

FOR S=23 TO O STEP -1 

50 

XF B =1 THEM GOTO 200 

60 

GOTO 100 

80 

LET C =INT f 1 ± IS4RN&.1 

GO 

FOR B=0 TO 23 

100 

PRINT RT e,B;" ft " 

110 

XF IMKEY*s"S" THEM SOTO 200 

120 

NEXT B 

130 

GOTO 13 

200 

PRINT ftT C,B;" 

210 

FOR E=C. TO 20 

£20 

PRINT ftT E,S*I ;'ft" 

230 

PRINT ftT E,B>I;" " 

24-0 

NEXT E 

24-5 

RRIHT ftT 28,S4l; ~ft~ 

24-6 

XF EiB.< =1 THEN SOTO 300 

24-7 

LET E KBi =1 

250 

LET G =641 

255 

IF G =23 THEN SOTO 2 

260 

GOTO 13 

300 

CLS 

310 

PRINT TftB 2; "VOU CRftSHEfV ON 

320 

PRINT TftB 7; "ftNOTHER GO PRE 

55 N/L." 

330 

PRINT TftB 12;"YOU LANDED 

G 


34-0 

INPUT 1$ 

350 

IF 1*0"" THEM STOP 

360 

CLS 

370 

RUN 


44 
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PATTERN 

MAKER 



P ATTERN MAKER is an early 
example of what will surely 
become a very common type of 
program for the Spectrum. It is a 
method of generating abstract 
colour patterns under the control of 
the cursor keys, producing the kind 
of patterns which might once have 
been called psychedelic. 

Read it, run it, change it. It was 
submitted by M J Levers of Barn- 
wood, Gloucester. 


IF b<© D 
IF p •; © dr 


IF ;< 
if y 


a© input "sorder? 

R h>9 THEN GO TO a© 

20 INPUT "Peptr?", 

P > 9 THEN GO TO 2© 

30 INPUT "In*. 7"; i IJ= 

>9 THEN GO TO 3© 

4.0 INPUT "Sr i 9h t ; «. .• IP 
PND SO© THEN SO TO 40 

60 INPUT "X-PCSi t i CD?" ; X .• 

<0 OR X>255 THEN GO TO 6© 

70 INPUT "y-pt.f i t i C‘.n-?": y.- 
:© DR y:.a?S THEN GO TO 7© 

80 LET y =INT y. LET X =INT X 
90 BORDER b. PAPER p. CLEAR i .• 
BORDER S . OVER a . C-LS 
110 PLOT ©,©. r-RAU X 
120 PLOT 25S.175: DRftU -X,-y 
130 PLOT 266,0. PROW -X , y 
14.0 PLOT ©,176.- DRAM X , -y 
150 LET X =X+fINKEV ♦ = •'©" RND X <2 
SSA - ( INKEY*="6" ONP X A 
160 LET y =y-*■ VXMKEY» = "7" AND y<l 
75A - f INKEV »="6" A^ yA 
170 GO TO 110 


B RICK CATCHER is a smash¬ 
ing game. You are protecting a 
greenhouse at the bottom of the 
screen from the destructive atten¬ 
tions of some Dennis the Menace 
figure. He is hurling bricks at your 
charge and it is your unfortunate 
duty to catch them. 

You can move by means of the 
cursor keys 5 and 8 but if you fail to 
stop one of these projectiles, the 


game ends and the enraged owner 
emerges, clutching his head. 

A neat game for the IK ZX-81 sent 
by Grahame Chidwick of Grimsby. 
Graphic notes: 

210—Graphic 7; graphic Y, space, 
graphic T; graphic A. 

505—Graphic T, O. graphic Y: 
graphic 2. inverse space, graphic 1: 
inverse space: graphic T. space, 
graphic Y. 


BRICK 

CATCHER 


1 ROND 0 
4-0 LET T=15 
50 LET U=0 
150 LET U=0 
155 LET P=INT <RND*-32i» 

200 LET T=T+ i INKEY $="©*' AND T <3 
0)-<INKEY*=”5" OND T>1) 

210 PRINT PT 21..T; . OT 20.T-1 

■’% OT u.,P.i "U" 

£30 LET UbU+1 

235 IF U>20 THEN GOTO 4©© 

242 LET X=RND*RND 

245 CL5 

£50 GOTO 13© 

400 IF T < J-P THEN GOTO 50© 

405 LET U=U + 1 

410 GOTO 150 ___ 

500 PRINT RT £l.iP-3; "jWTTgto _ _ 
505 PRINT OT 16,0.: ' VOV'., “ 

;”TP”.;OT 20., 1.: OT 21.. 

51© PRINT RT 16,3,”GRRR. 

515 PRINT OT 19,4,' ..'THE OWNER 
550 PRINT RT 10, 12, "GAME OVER 
560 PRINT OT 12,12a SCORE* ,U 


V V 
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A lphabetical sorting is a 

neat routine for sorting A$ 
into alphabetical order. Alter 
the numbers in lines 9540 and 9770 
according to the number of elements 
in A$. For example, if you DIM AS 
(100,15), the number in those lines 
should be 100. 

Michael Horton of St Edmond's 
Junior School, Canterbury, who sent 
the program, says that it is the fastest 
sort of which he knows for the 
ZX-81. 


ALPHABETICAL 

SORTING 



46 
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10 LET P=0 
20 LET J=2Q0 
3© LET KsUB 
4-0 LET G = G 

50 LET X*1WT *.RND*18> <-2 

50 LET P=P<-1 

70 IF fl=21 THEN GOTO 25© 

80 LET Y =30 

90 PRINT PT K,0, CHR$ 130; CHR$ 
128;PT X.,Y; "X*' 

100 IF J<0 THEN GOTO 15© 

110 IF INKEY $?="■?" THEN LET K=K — 

1 

12© IF INKEY *="5" THEN LET K=K +- 

1 

13C TF INKEY*="6” THEN PRINT RT 
K.2; ** ********************" 

14.0 IF INKEY*: *5" THEN LET U=U- 

1 

150 LET Y =Y — 1.5 

150 IF Y =3 THEN LET G=Gfl 

170 IF G=5 THEN GOTO 24© 

180 IF Y=3 THEN GOTO 5© 

19© IF INKEY *= "ft" PND K=X PNC' Y« 
<21 THEN GOTO 22© 

200 CL5 
210 GOTO 9© 

220 PRINT RT X..Y<-1;CHR* 189 
230 GOTO 5© 

240 PRINT "DESTROYED" 

250 STOP 

250 PRINT "YOU WIN" 

27© PRINT "FUEL LEFT = ";U 


W E DO NOT often print 
Space Invaders games but 
because this is so neat and 
because if fits on to a 1K machine we 
decided to give the old routine 
another airing. 

“A fleet of 20 X ships is attacking 
you,” writes C I Barnatt of 
Worcester. “You must destroy at 
least 15 of them or be destroyed.” 

The cursor arrows move you up 
and down and the 8 fires your laser. 
Every time you move or fire you use 
one fuel unit out of 200. If you 
destroy all the ‘X’ ships, the amount 
of fuel remaining is displayed. 
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F OLLOWING our program for 
Compound Interest in the July/ 
August issue, we are proud and 
privileged to present a method of 
calculating Discounting—i.e., com¬ 
pounding in reverse. 

The program will tell you how 
much to invest to earn a given 
amount in a certain period. Stay with 
Sinclair Programs and you will 
always have money to invest. 


10 

PRINT -ENTER RNOUNT RECEItffi 

BLE IN X NUHSER OF yeflM" 

IS 

INPUT H 

20 

PRINT 

25 

PRINT 

30 

PR I NT 

35 

PRINT "ENTER NUNBER OF YEAR 

S" 


4-0 

INPUT Y 

4.5 

PRINT 

50 

PRINT Y 

55 

PRINT 

60 

PRINT "ENTER RRTE OF INTERE 

ST PER ANNUM" 

65 

INPUT R 

70 

PRINT 

75 

PRINT R 

30 

C-LS 

90 

let y 

95 

PRINT "GIVEN ": ; R:" PERCENT 

OF INTEREST PERPHNUK ,THE PRESENT 

URLUE OF IN ";v;" yerrs 

IS £' 

•; P»J 
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T HIS IS short game to test your 
eyesight. The aim is to have a 
row of As along the bottom of 
the screen. To do it you press key 6 to 
stop the As as they come from either 
side and then fall to the bottom of 
the screen. If they hit another A on 
the bottom the game ends. 

A Lander was sent by Gavin 
Cheshire, of Leighton Buzzard, 
Bedfordshire. It will fit in the 
unexpanded ZX-81. 


1 ® let c=is 

20 LET Pi =14 
30 LET B = 15 
4-0 CL5 
50 PRINT RT 

60 PRINT RT G.,e.; 'VVLTAB B; "itftt 
TRB B.; "II" 

70 LET C=C-1 
80 IP C>0 THEN GOTO 40 
90 LET D = I NT (PND *2/ 4-1 
100 IF C a 18 THEN LET 0=0 
11® IP D=1 THEN LET R=R-1 
120 IP D=2 THEN LET 1 

130 CL5 

140 IP INKEY<= "S'* THEN LET B=B 


22 ® 

200 IP C =20 THEN GOTO 250 
210 GOTO 90 

220 PRINT RT 10 , 10; . FT 

0.. 3.; ’'PRESS N/L FOR ANOTHER GO" 
230 INPUT fi* 

240 RUN _ 

250 PRINT RT 10, 10. SlgKEKEW . 
0.3; "PRESS N. r L FOR ANOTHER GO’ 
260 INPUT h$ 

270 RUN 


150 IF INKS'/*: 
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What is the best way to guarantee that you 
never become bored with your Sinclair 
computer? 

The answer is to subscribe to Sinclair User, 
written specifically for owners of ZX-80s, 
ZX-81s and Spectrums. Sinclair User is the 
latest montly from ECC Publications — 
pioneers of Practical Computing, WHICH 
COMPUTER?, and Computer & Video 
Games. Whether you bought your system 
yesterday or are an old hand, you are probably 
an enthusiast for your machine ad your biggest 
problem is likely to be obtaining all the 
information to satisfy your interest. Sinclair 
User is devoted to quenching your thirst for 
information. 

As the name suggests, the content is geared 
specifically to helping you, the user. There are 
pages of information on available hardware 
and software. Our aim is to make Sinclair 
User invaluable and we chronicle applications 
which are of special interest. 


Make sure you 
get it each month 

Can you continue to obtain the most from 
your Sinclair without reading Sinclair User 
every month? So why not fill the subscription 
order form today? Send it to Sinclair User, 
ECC Publications, 30-31 Islington Green, 
London N1 8BJ. 


Subscription Order Form 

I wish to start a subscription to Sinclair User. I 
understand that I may cancel my subscription at any time 
and you will refund the balance. 

□ I enclose a cheque for £9 for 12 issues (U.K. only — 
including postage). 

□ Please charge my credit card. 

Card Name_ No._ 

Address _ 


50 
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THE ZX BOOK CLUB 



DUE SEPTEMBER 1982 

written by the man who helped write 
the documentation for the ZX Spectrum:- 

LEARNING TO USE only 
THE ZX SPECTRUM M QC 
COMPUTER 

by Robin Bradbeer. 100 pages fully illustrated. 

This book has been written specially to help new and prospective 
owners of the ZX Spectrum to easily understand the operation and 
full capabilities of this amazing new microcomputer. 

* Provides clear descriptions of the hardware and functions, 
describing use of the new keyboard, command keys and editing 
facilities. 

* Explains simple programming using Sinclair BASIC. 

* Describes graphics and colour facilities in detail. 

* Includes many programs, including animation. 

* Appendices cover technical details and a glossary. 

ALSO DUE SEPTEMBER 1982 — and also by Robin Bradbeer:-| 

LEARNING TO USE THE only__ 

ZX81 COMPUTER pC QC 

by Robin Bradbeer. 100 pages fully illustrated. £■ 

In the same series as the Learning to Use the ZX Spectrum, this new 
book follows the same format, style and content and will prove an 
invaluable guide for new (and experienced!) ZX81 owners. 

Other bestselling titles 

Byteing Deeper into Your ZX81 by Mark Harrison 
20 Simple Electronic Projects for the ZX81 by 

Stephen Adams 

Mastering Machine Code on your ZX81 by Toni Baker 
The ZX81 Pocket Book by Trevor Toms 


READ-OUT PUBLISHING COMPANY LTD 

8 Camp Road. Farnborough. Hampshire, GU24 6EW Telephone: 0252 510331/2 Telex 858001 GOWER G 


Mod V/i 

v*- 

zxs'i 


***TBOOK 


ZX81 COMPUTER 

by Robin Bradbeer. 100 pages fully illustrated. 


READ-OUT PUBLISHING COMPANY LTD i 

8 CAMP ROAD, FARNBOROUGH. HAMPSHIRE GU24 6EW. 

24 hour answering service. Telephone: 0252 510331 2 


Make cheques payable lo Read-Out Publishing Company Ltd. 

I enclose my cheque for £. 

Please debit my Access Q g 


□ Please reserve my copy/ies of 

□ Learning to Use the ZX Spectrum 

£5.95 

O Learning to Use the ZX81 (o £5.95 

□ Please send me_copy/ies of 

□ Byteing Deeper into Your ZX81 
(a £6 45 

□ 20 Simple Electronic Projects for 
theZX81(« £7.45 

Q Mastering Machine Code on Your 
ZX81 (g £8.50 

□ The ZX81 Pocket Book (a £6.95 







KAYDE FLEXIBLE RIBBON CONNECTOR 

Stops movement of RAM PACK and other accessories 
(Not needed with a KAYDE RAMPACK) 

KAYDE 4K GRAPHICS BOARD v 

The KAYDE Graphics Board is probably our best accessory yet. It fits nearly inside your ZX81. It comes __ \ 

complete with a pre-programmed 2K Graphics ROM. This will give nearly 450 extra graphics and with there 
inverse makes a total of over nine hundred. ■ 

The KA YDE Graphics Board has facilities for either 2K or RAM (for user definable graphics) 4K of ROM or 
our 4K Tool Kit Chips that will be available shortly. All the graphics are completely software controlled, 
therefore they can be written into your programmes. Here are a few examples: A full set of space 
invaders — Puckman — Bulits. Bombs - Tanks — Laser Bases and Alien Ships. 


NO EXTRA POWER NEEDED 


KAYDE 16K GRAPHICS BOARD SOFTWARE 


Peckman: The only true ZX version of the popular arcade game. 

Centipede: "In all I think this is the best presented moving graphic program I've yet seen” Phil Garratt, 
Interface. 

Space Invaders: The best version available anywhere. 

Graphic Software can only be used with a Graphics board. 

KAYDE 16K 81 SOFTWARE 

Centepede "In all I think this is the best presented moving graphics program I've yet seen" Phil Garratt 
Interface. 

3D/3D Labyrinth. A Cubit Maze that has corridors which may go left, right, up, down. 

Peckmen (the latest addition in 81 games). 

WHY WAIT TO PA Y MORE _ 

FAST IMMEDIATE DELIVERY I- 

Post to: 

Dept SU 

Kayde Electronic Systems Ltd 

The Conge I 

Great Yarmouth VISA 

Norfolk NR30 1PJ * Name 

Tel: 0493 57867 fDept SU) I Address 

Don't Forget you can always order 

on the telephone with your credit card 

All products include VA T are fully I Please add ei.50 P/P for all har 

built and tested and come with a please make cheques payable n 

COM PL ETE MONEY BA CK GUARANTEE 1 - 


Please add Cl.50 P/P for all hardware and 50p for all software. 
Please make cheques payable to Kayde Electronic Systems Ltd. 


KAYDE Electronic Systems 

ZX80/1 

ZX KEYBOARD WITH 
REPEAT KEY 


Fully cased keyboard. £37.95 

Uncased keyboard.£27.95 

Keyboard Case.£10.95 


This is a highly professional keyboard using executive buttons as found on top quality 
computers. It has a repeat key and comes complete in its own luxury case. This is a genuine 
professional keyboard and should not be confused with toy keyboards currently available on 
the market. 


KAYDE 16K RAM PACKS 


The 16K RAMPACK simply plugs straight into the user port at the rear of your computer. It is fully com¬ 
patible with all accessories and needs no extra power and therefore it will run quite happily on your Sinclair 
power supply. It does not overheat and will not lose memory at all. As you may know some makes go down 
to 11K after being on for a while. 

This 16K RAMPACK is very stable and will not wobble or cause you to lose your programme. It comes fully 
built and tested with a complete money back Guarantee. 










